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CAPED CRUSADES : 
Running a Golden ye. 
Heroes Campaign 
AD&D THIEVES SPECIAL 

For Guildmasters — Banditry Inc 

For Adventurers — Castle in the Air 
For Apprentices — How to Make Crime Pay 


Mayhem and aharchy were just two of the less esoteric ingredients used to brew the 
latest Spring 86 Citadel Journal. In fact, this brand new issue of our popular magazine 
is easily the most mind-wrenchingly potent piece of publishing ever to escape from a 
lead-lined coffin. I can’t tell you the secret of creating such awesome power (this infor- 
mation is securely locked away in the Citadel Publication Crypt), but I can give you 
some hint of the soul-blasting and utterly abhuman results .... 


A new selection of models featuring popular codes and a few surprises including fighters, undead, chaos ratmen, minotaurs, halflings, 
chaos dwarfs, slann, Judge Dredd and more. All new Citadel codes now feature extensive Warhammer descriptions and statistics with 
any special rules that apply. 


The Vengeance of the Lichemaster - a Warhammer battle that can be played on its own or as an add-on to the latest Warhammer sup- 
plement The Terror of the Lichemaster. The vengeful necromancer Heinrich Kemler descends upon the monastic recluse of his 
enemy and rival magician Bagrian Master of La Maisontaal. However, unknown to the Lichemaster, Bagrian is already in 
deep trouble, for his monastery is under attack from other foes, the dreaded Skaven - chaos ratmen from the 
city of Skavenblight. This three-cornered game features descriptions for the GM and players, separate brief 
sheets for each player and complete Warhammer stats for all characters involved. The monastery of La 
Maisontaal and centrepiece of the battle is provided as a specially designed card model. 
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The Skaven - a feature-length article on Citadel’s new chaos ratmen with a complete description of 
their different clans, special weapons and thoroughly unpleasant habits. Complete Warhammer stats a 
and special rules are given, together with extensive rules on the use of associated magic. ‘ 


Kaleb Daark continues his bloody quest in a farther instalment of our incredible chaotic 
comic feature. Kaleb Daark, chaotic champion of the Renegade God Malal, is driven to 


the aid of the endangered goddess Arianka. 


Citadel’s latest plastic models are an inexpensive alternative to metal, espe- 
cially suitable for forming large regiments for tabletop battles. We reveal a 
new plastic model, plans for further additions and 
tips on assembly and converting. 


All the usual features including splendid colour and black-and-white 
artwork, more photos of new models, yet another com- 
petition and more! 
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\ \ CITADEL’S SPRING JOURNAL WILL BE AVAILABLE 

AT YOUR LOCAL RETAILER FROM 12TH APRIL. IN 
CASE OF DIFFICULTY CONTACT: 

GAMES WORKSHOP, CHEWTON STREET, HILLTOP, 
EASTWOOD, NOTTINGHAM TEL.(0773)769731 OR 
GAMES WORKSHOP U.S., 9110F RED BRANCH RD., 
COLUMBIA MD 21045, U.S.A. TEL.(301) 964 0262 
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here has been a great deal of 

discussion in the Letters 

page about departments in 
White Dwarf. More observant 
readers will undoubtedly have 
noticed the unannounced demise 
of regulars such as Starbase, 
Heroes & Villains, Crawling 
Chaos, RuneRites, and now 
Fiend Factory. |n the early days of 
White Dwarf, when there were 
only a few role-playing games, 
having adepartmenttied to each 
game made sense. With the 
greater variety of popular games 
on the market, having a depart- 
ment for each is impractical, and 
indeed restricts the content of 
the magazine. White Dwarf must 
move with the Times (although 
we're moving to Nottingham 
rather than Wapping)). 

Meanwhile, here is the first of 

many ‘theme’ issues, covering 
that most maligned of all charac- 
ter classes, the thief. | think you'll 
find it up to our usual, quite 
remarkable, standards. 
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In Open Box, fantasy and science fiction games and rulebooks cur- 
rently in the shops are reviewed by independent authorities. 
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RIDDLE OF THE RING 
Boardgame 
lron Crown Enterprises £19.95 
Riddle of the Ring is a boardgame in 
which the actions, options and play of 
the game are entirely driven by card- 
draw and card-play. The six part jig-map 
covers Middle-earth in reasonable — if 
not always completely accurate — detail. 
You will find most of what you seek but 
the map has been slightly deformed to 
fit the board. The artwork is undemand- 
ing but pleasant. Players represent Hob- 
bits or Dark Riders, who move around 
the map looking for the Ring. Once 
found the Ring is carried off towards the 
Cracks of Mordor; en route other players 
may attempt to ambush, defeat, or rob 
the Ringbearer. What they can or cannot 
do depends on their cards. 

The cards in Riddle of the Ring have < 
major advantage over standard rules 
sets in that one has the instructions 


Riddle ;. RING 


necessary for the use of that card on the 
card. Novices can play much more confi- 
dently without searching through the 
rules. The cards are also very attractive 
and allow a much higher quality of 
artwork than would counters. The cards 
come in a wide range of types. Travel 
cards may be played to boost movement 
(which is otherwise die-generated). 
More importantly they allow the player 
to move, do something, and then a play 
of card move again. Travel cards include 
horses, boats, eagles and ropes (for 
mountains, you see). Army cards come 
in the usual Good/Evil/Neutral varieties 
and are played (together with personal- 
ity cards) in Battles. Each player lays 
down these Battle cards in turn until one 
cannot reply or five have been laid by 
both sides (Battle of the Five Armies, 
geddit?). Character cards have many 
uses including Battle and the acquisition 
of further cards. Other cards include the 
Ring, Riddles (these allow cards to be 
swiped if correctly guessed), Rings, 
Palantirs, and Spies, which allow you to 


spy on other players’ hands. Cards are 
usually acquired at ‘cities’ (really nota- 
ble locations), by playing character 
cards or stealing them by use of cards. 
Although the rules are fairly simple 
and the play mechanics not really new, 
the were yas has asurprisingly good 
element of atmosphere. This is obvi- 
ously assisted by the artwork and the 
naming of cards. Although his card is 
either used to reject die rolls or in Battle, 
knowing the card is Legolas seemed to 
give the game something extra. What is 
unlikely to arise is a storyline from the 
mish-mash of events and characters. 
Treebeard can be drawn anywhere and 
Shelob might pop up in the Shire on 
card-draw! We found this was pretty 
unimportant because played properly 
the game is fast and furious with cards 
being slapped down and picked up ata 
great rate. It's fast pacy stuff, and 
although the skill element may not 
always be as evident as its random fac- 
tors, it can be just as enjoyable to try to 
get out of a hole than to plan for thirty 
minutes before moving. We enjoyed 
Riddle of the Ring and played a couple of 
games on thetrot. Furthermore it can be 


played by up to eight players and would 
accommodate differing levels of experi- 


ence with ease. 
Complexity: 
Playability: 
Production: 


2. Skill: 
8 Value: 
7 Overall: 
Charles Vase 


ALONE AGAINST THE WENDIGO 
RPG Scenario (CoC) 
Chaosium £7.95 
None of H P Lovecraft's tales about the 
investigation of the Cthulhu mythos 
centred on a group of characters: the 
hero is totally alone on his slide into 
madness and death. It is only natural, 
therefore, that Cal/ of Cthulhu should 
have a few solo adventures. Alone 
Against The Wendigo is the first, and 
although a small team of NPCs accom- 
pany the main character, it is still a solo 
effort. None of the other party members 
have any bent towards ‘Cthulhubust- 
ing’, and we are thus left to contemplate 
the insane secrets for ourselves. Taking 
the part of Doctor L C Nadelmann (who 
may be male or female), we journey 
along the North Hanninah River, deep 
within the wilds of Canada. Our compan- 
ions are Charlie (the guide; working 
because he needs the money to send his 
wife to Winnipeg for an expensive oper- 
ation), and three lucky students from the 
Miskatonic University, picked for their 
bright, eager natures. The terrors that lie 
ahead for all of us will test our sanity, 
and may mean death for all. Gulp! 

The solo is in the familiar format of 


numbered passages containing refer- 
ences which lead to other paragraphs, 
and so on. This is where the similarities 
end. Chaosium have also provided a 
system of numbers that tell you where 
you have come from (in case you get 
lost, or wish to follow a ‘trail’). There are 
set sequences for use in the instance of 
Indefinite or Permanent Insanity. Each 
passage adds a certain number of points 
to Hanninah Mythos (a unique skill that 
will measure how successful you were 
in the adventure; it can go over 100%!), 
and less frequently Cthulhu Mythos. 
There are paragraphs that allow you to 
rest and heal. The four non-player charac- 
ters are fully skilled, and you can roll 
against their skills instead of Nadel- 
mann’s if you wish. These skill rolls are 
common, and since Nadelmann can’t be 
good at everything this is an advantage. 

There are over 600 paragraphs, some 
of which are quite te bi Wendigo is 
also written in a style likely to enhance 
enjoyment. Besides the skill rolls, there 
are numerous ‘odd/even’ rolls which 
add even more unpredictability to a 
scenario that can seem too random at 
times. The adventure is very tough, and 
one game can be totally different from 
the last (although there are certain con- 
stant elements), so this is one solo that 
can be played over and over again. The 
possibilities are not easily exhausted, 
and it is a real challenge trying to suc- 
ceed. On my first expedition, the party 
was finished off in just over a day, leav- 
ing me to stagger back to Fort McKenzie,. 
the nearest habitation, where | was 
locked up for murder by the authorities! 

There is but one criticism that | could 
level at Wendigo — the addition of Han- 
ninah Mythos after each paragraph can 
break the action up, spoiling the atmos- 
phere. Indeed, | have been so enthralled 
by the story at times that | have progres- 
sed at quite a rate, forgetting HM com- 
pletely! The solo format works well for 
Call of Cthulhu, and | know that another 
such adventure is soon to be released. 
With a bit of luck, it won't be the last. 
Production: 8 Ease of Use: 8 
Skill: 5 Value: 


Overall: 8 Phil Frances 


ERECH & THE PATHS OF THE DEAD 
RPG Scenario (MERP) 
iron Crown Enterprises £7.95 


Paths of The Dead is an ICE ‘Adventure 
Module’ designed for use primarily with 
their own Middle-earth and Rolemaster 
role-playing systems; as with their 
‘Campaign Modules’ it also contains 
basic details on using the supplied 
statistics. 

Any reader of The Lord of the Rings 
will be familiar with the Paths of the 
Dead — the haunted route under the 
White Mountains leading from Rohan 
into Gondor taken by Aragorn and the 
Grey Company to Erech, where he sum- 
moned his army of wraiths and spirits — 
the Oathbreakers condemned to remain 
in Middle-earth until his passing. The 
adventure module details the Paths and 
the Vale of Erech. Ina crammed 40 pages 
it has lavish full-colour maps, history 
(both ancient and natural), and details of 
the current inhabitants of the area. It is 


..: as arrived on planet 
Eartha! cescpane 


As the races of the universe clash, you must enter the battle for q 
dominance in this famous board game of skill and strategy. 
Using your own unique alien powers, you engage in combat, 
exploitation, politics and cosmic double-dealing with other 
aliens, each possessed of their own baffling powers. Your skill 
and timing may bring you fresh worlds as you expand your influ- 
ence throughout the cosmos . . . or will you fall by the wayside 
under strange alien onslaught? An essential cosmic experience 
for earthlings everywhere. 


Available from all good Game Shops or direct post free in the U.K. from: 


GAMES WORKSHOP MAIL ORDER, CHEWTON STREET, HILLTOP 
EASTWOOD, NOTTS. . AW west 


GAMES 
Produced under exclusive license from XY GAMES WORKSHOP 
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set for the 17th century TA like much of 

the rest of the /CE Middle-earth material, 
and if you have seen any other module 

yen will be instantly familiar with the 
ayout of this one. 

But you don’t have to be a Middle- 
earth fan to pick up this module. Itis very 
useful as a general fantasy rolegaming 
aid — for example, in the description of 
the Daen Coentis (ancestors of the Dun- 
lendings), a human sub-culture which 
could be slotted into any world to give 
instant depth and background. The 
module also covers undead types in 
depth and many ‘sites of interest’ which 
any gerne could use: | have moved the 
excellentiy-planned fortress of Morth- 


ond several hundred miles north near 
Mirkwood in my own Middle-earth cam- 
paign, and plan to do the same with the 
surrounding town that is also detailed. 
Although the whole module is very 
well laid out, neat, accessible and suita- 
bly illustrated, itis not perfect. As with a 


number of other /CE modules, it gets car- 
ried away in one area — here it is the 
Paths of the Dead section (which is 
nothing more than a collection of tun- 
nels beset with traps and monsters). In 
Southern Mirkwood they did the same 
thing with Dol Guldur and in Bree & the 
Barrow-Downs it was the proliferation of 
barrows. Nobody in their right mind 
would walk the Paths of the Dead or visit 
Dol Guldur, so why bother with pages of 
details? | find the notes on cultures, 
natural history, etc, a /ot more interesting. 
Complexity: 8 Usefulness: 9 
Skill: 8 Value: 7 
9 Overall: 9 
Graham Staplehurst 


Production: 


SEND IN THE CLONES 
RPG Scenario (Paranoia) 
West End Games £6.95 
Send in the Clones is the latest Paranoia 
adventure, and involves the trouble- 
shooters with Teela-O-MLY (pronounced 
‘Teela O’Mally’), the media goddess of 
the Alpha Complex. Unfortunately god- 
desses sometimes have feet of clay, and 
Teela is certainly no exception. Unlike 
previous adventures it’s designed for a 
party of troubleshooters of mixed security 
levels, from red to yellow, and definitely 
roves that a high security clearance 
isn't a recipe for a long and happy life. 
As usual the adventure splits into 
three main phases: a prolonged hunt for 
someone who is manipulating The Com- 
puter’s public-address channels to 


OPEN BOX 


transmit subversive propaganda (those 
channels tend to get manipulated a lot!), 
a desperate struggle with the coils and 
folds of the complex’s reorganised and 
intensely convoluted bureaucracy, and 
a trek through the media capital of the 
complex, sector NBD. 

Clones is full of jokes —some a little 
obscure for English readers — and intro- 
duces the most obnoxiously funny robot 
in history, a chance to appear on one of 
the complex’s most popular TV game 
shows (accompanied by a tactical board 
game for the inevitable combat phases), 
two secret societies (one worshipping 
Pepsi-Cola), and the incredible secret of 
Teela’s popularity. As usual it builds into 
a no-win situation for the players, and 
their inevitable execution or assignment 
to crowd work on war videos (for exam- 
ple, as cannon fodder in a video shot 
with live ammunition) comes as a fitting 
end to the adventure. At 48 pages with a 
cover screen it’s as long as the classic 
Yellow Clearance Black Box Blues, but 
not quite as funny and slightly less cohe- 
rent. Too many of the situations are 
obviously contrived jokes, rather than 
logical (if absurd) results of previous 


actions. 
Production: 7 Value: 6 
6 Complexity: 7 


Ease of Use: 
Overall: 6 MarcusL Rowland 


LANKHMAR — CITY OF ADVENTURE 
RPG Scenario/Supplement (AD&D) 
TSR Inc £8.95 


Lankhmar consists of a 96-page book 
with a back cover pocket containing a 
poster-size, full-colour map of the city, 
and a 32-page booklet of record sheets 
and player handouts. The main book 
starts with summaries of the Fafhrd and 
the Grey Mouser stories, with comments 
on their potential for adventures. While 
there is no substitute for reading the 
stories for yourself, this section is help- 
ful for refreshing the memory and 
developing ideas. Then follows a district- 
by-district breakdown of the city, with 
detailed maps marking and describing 
99 locations, and record sheets for your 
own campaign notes; this only scratches 
the surface of the city’s potential. 
Another map shows the wider world of 
Nehwon (with notes). Next comes a sec- 
tion of nearly 100 NPCs. Our two heroes 
are covered in full Legends & Lore for- 
mat, with a few adjustments which bring 
them closer to the stories. The gods and 
monsters of Nehwon are also covered, 
with copious additions to those in 
Legends & Lore. 
ext, the workings of the city are 
described, with political factions, guilds 
and religions lovingly detailed, and a 
chapter on adventuring in Lankhmar 
introduces us to the niceties of haggling, 
bribery, the legal system, and the all- 
important Social Levels, something 
which makes a valuable addition to the 
AD&D game rules. Asection on generat- 
ing new non-player characters and 
buildings includes sample building 
lans which are useful in any context — 
ankhmar or otherwise. 
My one initial worry was whether the 
AD&D game system could fit a pre- 
existing, detailed fictional setting with- 


out the obvious strain that showed in the 
Conan AD&D modules, but chapter 9 
put my mind at rest with a series of con- 
version rules. There is a little spanner- 
work necessary, especially with spell- 
casters, but the adjustments work sur- 
prisingly well once you get used to 
them, and little or none of the flavour of 
the original setting is lost. Given that 
Lankhmaris an entire campaign setting, 
and not just another AD&D module, the 
adjustments are forgivable and indeed 
necessary, 

Finally, there is a series of set-piece 
encounters to provide random incidents 
or starting-points for adventures, and 
‘The Karvian Elephant’, a 9th-12th level 
scenario—| would have preferred some- 
thing a little lower to start a campaign 
with. 

The colour map is a thing of beauty, 
and has a number of grey areas — liter- 
ally — which the DM can design for him/ 
herself or fill in with the series of city- 
block geomorphs from the booklet, which 
also contains record sheets, duplicate 
maps and other information for players. 

Allin all, Lankhmaris a delight—!| was 
convinced it would need a separate 
game, but | was wrong. If you like the 
stories — whether or not you play AD&D 
— you should get it as an encyclopedia 
and a work of fan literature. If you play 
AD&D —whether or not you like Leiber’s 
stories — Lankhmar is simply the best 
city module ever to see print—including 
Thieves’ Worid. D&D DMs will also find 
it useful, although a small amount of 
conversion is necessary. Rush out and 
buy this one — it’s a beauty, 
Complexity: 7 Usefulness: 9 
Ease of Use: 7 Production: 8 
Value: 3 Overall: 10 

Graeme Davis 


THE IYTEAN MENACE 
THE LORDS OF DESTINY 
RPG Scenarios (Dr Who) 
FASA 


What's the most important feature of a 
Dr Who story? Yes, you’re right—it’s the 
silly title! Well, as you'll have noticed, 
FASA are close, but not quite there. Still, 
the contents of these scenarios are very 
accurate simulations of the kind of 
stories that have made Dr Whoa popular 
TV regular for over 20 years. Each of the 
single book scenarios is laid out in the 
same format used in the rolegame, and 
the artwork is just as variable, 


The lytean Menace, my favourite of 
the two, is set in London in 1885, and is 
attractively illustrated with period 
woodcuts that enhance the carefully 
created Victorian atmosphere. Without 
giving too much away, the plot involves 
the mysterious arrival in London of 
some anachronistic technology. It is the 
player characters’ job to discover the 
source of this equipment, and ensure 
that the Time Stream isn’t seriously dis- 
rupted. The plot is challenging, but not 
too intricate, and manages to interweave 
a healthy dose of Robert Louis Steven- 
son into the proceedings quite adroitly. 
In style, then, this is an interactive/ 
investigative adventure. Gamers of the 
Rambo ‘shoot-em-up’ style of role- 
playing would get nothing out of it — 
what is called for is subtlety, tact and 
ingenuity. 

The Lords of Destiny requires similar 
abilties, but is perhaps more likely to 
spawn a firefight. It is set aboard an 
enormous (and | mean enormous! — try 
10,000 km long!) World-Ship which is 
whizzing through space at near-light 
speed, crunching planets as it goes. Its 
inhabitants aren’t aware of the outside 
Universe, thanks to Supreme — the 
mega-computer which runs the whole 
ship. Meanwhile, a gang of rebels are 
fighting against the oppressive regime 
of the Captain-Lords, Supreme’s lac- 
keys. The adventure is plotted loosely 
but comprehensively, so that the pos- 
sibilities are vast for the kind of plot 
twists which characterise the TV series. 
Will the player characters join the rebels, 
side with the Captain-Lords or remain 
unaligned? Who will be captured by 
whom, and will anybody get to say, ‘No, 
no, not the Mind-Probe!’? 

This scenario encourages imaginative 
refereeing, and plenty of characterisa- 
tion, but lacks the period atmosphere of 
The lytean Menace — it's just another 
‘spaceship puts the Universe at risk, aw, 
golly gosh’ story. There's the same 
depth of information in each of the 48- 
page booklets — it’s just that we have a 
headstart in knowledge about Victorian 
England already. 


pec, THE LORDS 
OF 
DESTINY 


Both scenarios contain a set of pre- 
enerated characters ready for use—and 
he lytean Menace is designed as a 

means of introducing a (Victorian) charac- 
ter to the TARDIS crew. 

If you've bought the Dr Who game, 
these scenarios would be a sound 
investment as first adventures to get 
your campaign going. Lets hope FASA 


OPEN BOX 


keep up the quality. 
Complexity: 7 Ease of Use: 
Production: 6 Value: 
Skill: 9 Overall: 
Barry Baile 


FANTASY HERO 
Role-Playing Game 
Hero Games £13.95 
Hero Games are best known as the 
creators of the Champions Superhero 
game system, which has already been 
joined on the market by their ‘modern- 
day’ and ‘30s pulp’ products, Danger 
International (AKA Espionage) and Jus- 
tice Inc. Only now has the company cho- 
sen to attempt the ‘big sword and sor- 
cery’ field with Fantasy Hero; the results 
are very interesting. 


the Roleplaying Game of 
epic adventure 


— 


As before, Hero have decided to base 
their new game on the system first intro- 
duced in Champions. One break with 
Hero tradition is that the game is pre- 
sented as a single, unboxed, 160-page, 
soft-backed book (with, one hopes, good 
binding), with tolerable illustrations and 
no index (but a reasonable table of con- 
tents and solidly logical presentation). 

The ‘Hero System’ is most noteworthy 
in that no dice are used in character crea- 
tion. Instead, characters start with per- 
sonal characteristics marginally above 
the average peasant, and a number (in 
this case 75) of ‘Character Points’, which 
may be spent to improve characteristics, 
obtain skills, or (in this game) to have 
use of magic spells or extra startin 
cash. Extra points can be ciobainied by 
accepting personal disadvantages such 
as odd looks, character quirks, depen- 
dent friends and suchlike. Thus a new 
character can be more or less exactly 
what the player wants to play, and 
players are encouraged to produce well- 
rounded characters with failings as well 
as strengths. The problem with this 
approach is that the system may be 
exploited by ingenious players, but a 
competent game master can usually 
restrain the worst excesses. 

Skills in Fantasy Hero come from a 
reasonable list that should cover most 
fantasy situations (if in doubt, any new 
‘professional’ skill can be invented), and 
are resolved by rolling a given number 
(usually linked to one characteristic or 
another) on 3d6 (the game only uses six- 
sided dice); the exception are a few com- 
bat skills and suchlike, which simply 
increase the options open to a character 


in battle. The only striking omissions are 
martial arts and serious acrobatics (both 
covered in Champions), which is a little 
rough on oriental monk-type characters. 
Hero Games’ characteristics often seem 
numerous at first glance, but each actu- 
ally has a well-defined meaning and 
application; there is a link between 
some ‘primary’ and ‘secondary’ charac- 
teristics which can be important in 
character development. 

Magic is the area in which Fantasy Hero 
is the most interesting. Spells can only 
be cast by those with Magic skill, and are 
learned by use of the Spell Research skill 
or study with other characters — either 
way, character or experience points 
must be spent to achieve the knowledge 
required. Each spell is built much like a 
Champions superpower; one or more 
‘Effects’ are selected, and then various 
‘Advantages’ and ‘Disadvantages’ can 
be applied to bring the result more into 
line with the creator’s initial conception. 
Finally, a points cost is calculated for the 
spell, and paid by the user. An unmodified 
spell takes one ‘phase’ to cast, with the 
caster making himself easier to hit than 
usual, and askill roll is necessary, but all 
of this can be changed by advantages or 
disadvantages; suffice to say that a 
wizard who makes all his spells lengthy, 
difficult, expensive and dangerous to 
cast can produce more spectacular 
results than his faster colleague. 

Combat uses Hero’s wargames-style 
‘phased movement’ system, with charac- 
ters acting as often within a twelve- 
second turn as their Speed characteristic 
dictates, and chances to hit dictated by a 
3d6 roll very like the skills system. 
Characters receive a wide choice of 
manoeuvres, allowing some showy 
fencing (and crude brawling); experi- 
enced Champions players should check 
the differences from the older system. 
Shields reduce chances to be hit, but 
armour absorbs damage; a moderately 
vicious encumbrance system should 
deter overmuch use of armour (espe- 
cially by faster characters and spellicas- 
ters), while an optional hit location sys- 
tem adds realism, and rather 
superheroic ‘presence attacks’ allow vic- 
tims to be browbeaten into surrender! 

The rules are rounded off with some 
good straightforward advice on play, 
which emphasises the idea that the GM 
determines much of the detail of the 
campaign; thus the ‘sourcebook’ of 
monsters, equipment, etc, is advisory 
only (if good), and the adventures (a 
stereotyped inn, asimple solo hunt, and 
a fairly predictable quest) might need 
modification. However, they make up a 
good complete set of rules. 

This is not a game for the lazy. Crea- 
tion of a spell-using character (or mons- 
ter) can mean the creation of a whole 
book of spells, and the options available 
to player and GM alike are wide. Further- 
more, there are a few misprints and 
inconsistencies (especially in the magic 
item creation rules). Nonetheless, for 
those who want flexibility, high colour 
and playability, it’s probably the best 
thing on the market. 

Complexity: 8 Ease of Use: 6 
Production: 8 Value: 8 
Overall: 9 Phil Masters 


THE CLASSIC FRP SYSTEM 
FROM IRON CROWN ENTERPRISES, INC. 


ROLEMASTER™, a complete Fantasy 
Role Playing system in one box, is the 
most detailed, consistent and flexible set of 
FRP guidelines available. 


The ROLEMASTER™ box set includes: 


*SPELL LAW™—A_ complete magic 
system detailing over 2000 spells for 15 
character classes utilizing 3 realms of 


power. 


*e ARMS LAW & CLAW LAW ™-—A com- 
plete system for armed and unarmed com- 
bat covering weapons, armor, animals, 
critical strikes and all the elements of 
realistic conflict. 

* CHARACTER LAW & CAMPAIGN 
LAW ''—A comprehensive character gen- 
eration system and reference material in- 
valuable to Gamemasters. 


*A free LOREMASTER™ mod- 


ule in each box. 


Part of the ROLEMASTER™ 
system, but sold separately is 
CREATURES& TREASURES’ 
which details 3 key areas of 
FRP: creatures, treasures, and 
random encounters with both. 


ROLEMASTER™; use it 
wholly or in part. It stands alone 
or adds depth to your current 
system. ROLEMASTER™, a 


cut above the rest. 


CRITICAL MASS 


Critical Mass is a regular fantasy and science fiction book review 
column, written by Dave Langford. 


O America 


According to American legend, SF ts 60 
this year. In 1991, presumably, it can 
start drawing a pension... thanks to 
‘Hugo Gernsback’s Amazing Stories, 
whose 1926 launch marks Year One for 
US fans and immortalized ‘Hugo’ as the 
name of a Freudian-shaped rocket 
trophy. Where this leaves prehistoric SF 
authors like Mary Shelley, H G Wells or 
Jules Verne is unclear: in SF, America 
rules by right of numbers. Of this 
month’s books, 78% are from across the 
Atlantic, the rest being American simu- 
lations. Don't despair: several are triffic. 

William Gibson swept the awards with 
his first novel Neuromancer, a tale of 
next-century cyber-piracy whose pace 
and excitement hook into your nervous 
system and fibrillate you to death like 
the killer programs he describes. The 
follow-up is Count Zero (Gollancz 269pp 
£9.95), set a few years later in Gibson’s 

ittering, sleazy future. The events of 
anraceceee half legendary; organic 
‘biosoftware’ is the rising new star. The 
cyberspace of the world data network, 
where Neuromancer’s action peaked, 
has changed: not only are defences 
(‘black ice’) nastier than ever, but the net 
is haunted ia unknown presences. 


Gibson spins a taut triple narrative: an 
industrial-warfare mercenary trying to 
spring the inventor of ‘biochips’ from his 
corporate employers, a nicely drawn art 
expert tracing works of anonymous bril- 
liance, a wimpish teenager par him- 
self Count Zero who botches his first try 
at cyberspace piracy but is saved, by 
Something, from black ice. . .. all these 
being aspects of someone’s master 
plan. The high-speed Gibson technique 
recalls lan Fleming’s—sex, violence and 
brand names, and many a ‘carbine-format 
Steiner-Optic laser with Fabrique 
National sights.’ There’s even a 
Flemingesque monster-villain and a 
generous dose of streetwise voodoo. 
Has a girl with a headful of biochips 
become an avatar of voodoo’s Erzulie? 
Are the ‘presences’ only free artificial 
intelligences like that of Neuromancer? 


Decide for yourself as the name Count 
Zero shifts meaning in a chilling 
cyberspace climax. This may not have 
the impact of Neuromancer’s first win- 
dow on Gibson’s future, but it’s a far bet- 
ter novel. 

Robert Heinlein makes another come- 
back with The Cat Who Walks Through 
Walls (NEL 374pp £9.95), starting well 
with violence and flight. The hero, being 
a Heinlein hero, pauses to marry his cur- 
rent lady friend before running—from an 
L5 colony, in a wonky spacecraft, to an 
unbelievable but funny forced landing, 
thence in several stages across a Moon 
which proves to be that of The Moon isa 
Harsh Mistress, 112 years on —and 
finally, on page 230, after his mildly 
entertaining travelogue which would 
have served a younger Heinlein for half 
a chapter, we get some plot. 

Oh dear. 

I'm afraid it’s Heinlein self-indulgence 
time again. What's on the menu is those 
blasted inter-universal travellers from 
Number of the Beast, plus walk-ons 
from Time Enough for Love, Glory Road, 
The Moon is a Harsh Mistress, Stranger 
in a Strange Land and more. All lapses 
into introductions, logorrhoea and cute- 
ness: alurchinto seven pages of drama- 
tic finale (carefully unresolved) can’t 
save the book. | was hoping to like it, too. 
Even after a merry exchange in which 
someone is treated with unreserved 
contempt for thinking it wrong that 
people should die if they can’t pay air 
charges on the Moon — after which, 
rather than argue the point, Heinlein 
reveals this wickedly socialistic person 
to be a traitor and spy. This is know as 
_— the argument. . 

lemory of Whiteness (Macdonald 
361p on £9.95) is the third novel by 
another young American, Kim Stanley 
Robinson, who definitely oozes talent. 
Confession time: the book is about 
music and I'm tone-deaf, so| may find it 
less riveting than you. | also break out in 
an itchy rash when addressed as ‘dear 
Reader’, which Robinson does con- 
stantly. That said, this is impressive for 
its scope and feel of connecting the two 
cultures: both music and multidimen- 
sional physics sound convincing. 
Johannes Wright is making a Grand 
Tour of the Solar System in 3229, from 
Pluto inward to the Sun, performing on 
the bizarre one-man ‘Orchestra’ devised 
way back by physicist Holywelkin, 
whose unified field theory led to system- 
wide colonization. Wright is being mys- 
teriously plotted against, while devising 
an ultimate ‘music of the spheres’ incor- 
porating Holywelkin’s equations (re- 
member Charles Harness’s The Rose)? 
The philosophical implications naturally 
prove to be stupendous. A few preten- 
sions could do with trimming, but it’s a 
worthy effort... . 


Philip K Dick’s 1972 We Can Build You 
(Grafton 252pp £2.50) appears here for 
the first time. Though not one of his best, 
it has an uneasy power. The expected 
plot focus is the building of ultra-lifelike 
historical simulacra, eg Abraham Lin- 
coln (who proves a sympathetic charac- 
ter), which is crowded offstage by the 
narrator's destructive obsession with 
the schizophrenic girl who designs the 
machines. Dick's underdog humour — 
little people against the world —is here, 
but overall it’s a dark book. Behind the 
(irrelevant) robot Hitler on the cover, 
Chris Foss has painted a robot Philip K 
Dick. ... 

Eric Frank Russell is our odd one out. He 
was British, but cultivated a wisecrack- 
ing transatlantic style for the US market, 
as more recently did John Brunner. 
Sinister Barrier (Methuen 201pp £2.50) 
is a historical curiosity from 1939, SF 
based on Charles Fort's offbeat specula- 
tions. ‘I think we're property,’ said Fort. 
Russell translated this into nasty energy 
beasts who herd us like sheep, and 
chronicled the results when the facts 
leak out. Painfully dated, but a must for 
the collector's library. Eighteen years 
later, Russell had improved his 
technique no end for Wasp (Methuen 
175pp £2.50), a much-loved story of per- 
verse warfare. ‘By scrawling suitable 
words on a wall, the right man in the 
right place at the right-time might 
immobilize an armoured division.’ 
James Mowry is filled to the eyeballs 
with sabotage techniques and, ina 
favourite Russell gambit, dumped onan 
enemy planet to subdue it single-handed. 
Fast and funny — but less so than 
Granada‘s definitive editions, which like 
Dobson’s hardback gained much from 
Russell's later (1958) revisions. 

Robert Silverberg’s Sunrise on Mer- 
cury (Pan 176pp £1.95) comprises thir- 
teen stories dated 1954 to 1979. All are 
exceedingly slick and competent, 
though | wonder whether ilverberg i in 
1986 feels twinges of guilt about his pat- 
ronizing attitude to ‘primitive’ aliens 
back in the 50s. The whole book goes 
down smoothly and tastes pretty good 
throughout. Half an hour later you'll be 
hungry again. 

The best thing about National Lam- 
poon’s DOON (Grafton £2.50 176pp) is 
Bruce Pennington’s cover, a lovely send- 
up of his paintings for the NEL Dune 
series. (Goodness knows what made 
NEL switch to the far less evocative artist 
who now disfigures the books.) Inside, 
author Ellis Weiner does a cut-rate ver- 
sion of the famous Bored of the Rings 
treatment: get in there and make as 
many jokes as possible (25% of them 
incomprehensibly American). The idea 
of Doon, the Dessert Planet, whose 
plains are roamed by giant killer pretzels, 
the galaxy’s sole source of the mind- 
bending liquid beer... that's funny. 
There are good pokes at Herbert's pre- 
tensions: the elliptical quotations, the 
weird words and glossaries, the conver- 
sations in which neither party ever gets 
to the point (but thinks a lot, in italics). 
But with the best will in the world, a 
parody of a particular author gets tire- 
some after a few thousand words. 

[You mean like this clever Langford 
parody you're doing? -Ed.} 

Okay, | can take a hint....0 


HOW TO 


MAKE CRIME PAY 


A Lecture for Apprentice Thieves in AD&D, from Guildmaster Jon Smithers 


The final lecture to the appren- 
tice thieves of Kynoch is deli- 
vered by the guildmaster. As he 
enters the crowded hall, a reve- 
rent hush for the wisest of 
thieves descends over the audi- 
ence. The lecture is invariably the 
same, and the guildmaster 
always begins... 


I'm delighted to see that we have so 
many of our trainees here, and that most 
of you have survived the rigours of train- 
ing. Before unleashing you on the 
streets of our city to indulge in the more 
practical aspects of your course, | havea 
few words of advice. 

You will receive a generally hostile 
reaction from so-called heroes, espe- 
cially if you choose to associate yourself 
with them to make the most of their ‘get 
rich quick’ missions, and it is these peril- 
ous quests | shall deal with first. 


Such adventures can prove pretty tire- 
some for members of our honourable 
profession, what with those high and 
mighty mages and clerics and those 
clumsy fighters pushing the poor thief 
around, and always into the most 
dangerous positions. What's more, if 
they achieve their goal as a result of all 
your skilful activities, they usually claim 
all the glory. But if you even fail to pick a 
lock once, they’‘ll never let you forget it. 
So although I'm sure the smarter thieves 
amongst you have already worked out 
how they can rectify such an unpleasant 
situation, for the benefit of our slower- 
thinking trainees, I'll explain how. 


Firstly, make sure you know exactly 
what you’ré getting yourself into. If 
you've heard a rumour about a treasure 
hoard, don’t rush off unprepared with 
the first bunch of adventurers that hap- 
pen your way. Think before you act, it 
can save a lot of heartache—notto men- 
tion your life. A treasure trove is bound 
to have some sort of history to it, and 
there are no better specialists than our- 
selves to unearth such information. By 
making a habit of listening into private 
conversations, or taking a look at infor- 
mation in ‘locked’ libraries, you will find 
an invaluable source of information to 
substantiate any rumours of treasure, 
and find out about any problems associ- 
ated with any particular one. Don’t 
ignore obvious sources either: ask the 
peasantry questions, listen to those 
dotty old men with their stories and 
songs; you never know what you might 
learn that will be of some benefit later. 
Of course almost anyone can gather this 


sort of intormation, but since mages and 
clerics spend most of their time reading 
books or practising their arts, and fight- 
ers spend: most of their time swinging 
metal, this only really leaves you to go 

Above all, remember you are nota 
fighter, so do not let yourself be drawn 
into this role unless it is absolutely 
necessary for survival (or unless you feel 
thatthe momentis right). Fighting is the 
easiest way to get killed in this profession. 

Your thievish skills should be used to 
their full. By all means scout ahead for 
the party, or climb up to those places 
they cannot reach, but ensure that your 
conditions for doing this are met in full. 
If you are scouting, tell the others to be 
quiet and to remain where they are. 
Whilst you are off, cover as much 
ground as possible so that you find out 
exactly what you're getting yourself 
(and your acquaintances) into. This way 
you'll avoid any unnecessary danger. 
Secret doors and passages, concealed 
foes, and unpatroiled corridors are 
easier to find this way. 

Finally, remember that caution is the 
better part of valour. Keep your wits 
about you at all times; if trouble is brew- 
ing you may be the only one to spotitin 
time and prevent disaster. If a fight 
seems to be going the wrong way then 
run away. There’s little point in you 
dying as well. This may seem rather 
cowardly, but it may well be quite useful 
for the party if they are captured to have 
an ‘outside agent’. Make sure you tell 
someone where you're off to before 
making your exit, and tell them to retreat 
too, otherwise you may well face some 
unpleasant accusations later. 

Acting in this manner may not make 
you a hero overnight, but if any of you 
are thinking of entering the hero busi- 
ness, you're in the wrong profession. If, 
however, you want to stay alive — which 
is rather handy if you were hoping to 
build up a reputation — then this advice 
may well keep you alive. You probably 
won't be sung about, but your col- 
leagues may well start respecting both 
you and your opinions. 


This adventuresome lifestyle may well 
not suit most of you, and indeed, itis my 
opinion that adventuring is for the 
foolhardy. Thieves should stick to being 
thieves. No onecan outperform us in our 
natural element of the town, and this 
offers plenty of opportunity for safer 
adventures, and a long and prosperous 
career. 


The more light-fingered novice is 
advised to consider practising the arts of 
the pick-pocket or cut-purse. It is ill- 
advised to start by just sauntering down 
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a street, selecting a victim, casually 
bumping into him and picking his pocket 
before running off. It may work once or 
twice, butin the long run itis far better to 
work with a team, and to plan out the 
operation beforehand. Besides, what 
happens if you're caught in the act? Hur- 
ried excuses won't convince anyone. 

Whilst you are well-advised to have 
fellow thieves in the team, itis not abso- 
lutely necessary. The usual ploy works 
best with three team members, although 
can be done, at a pinch, with two. You 
can employ more if you want, but 
remember that this cuts your profits. 

Each team member should be given a 
specific role. The first is that of decoy, 
and it is generally true that the female 
sex is best suited to this role, especially 
if your target is a man. The second per- 
son is the one who actually lifts the 
goods, and the third member acts as a 
receiver. His role is to carry the goods 
away from the scene of the crime once 
they have been snatched. 

Choose the location for the operation 
out and gather it. Remember that this 
information might well save everyone 
else's necks later. Not all the information 
you accumulate will necessarily be par- 
ticularly useful, and indeed, much of it 
may be false, but it doesn’t mean that 
you shouldn't take the time to find things 
out. 

Before finally setting off, decide what 
to take with you. If your compatriots are 
typical adventurers, then itis most likely 
that the fighters and clerics will be over- 
burdened with armour and weaponry, 
and the mages will have forgotten 
everything except for their books. As a 
consequence, it falls upon you to bring 
along the important equipment. 

The main point to remember at all 
times is not to overload yourself: speed 
and agility are your main advantages. 
Small, lightweight objects are, there- 
fore, the order of the day. For weapons, 
daggers have obvious advantages, and 
you should secrete a number of them 
about your person. The best sword to 
use is undoubtedly the shortsword, 
since any other type is too cumbersome. 
You haven't been trained as expert 
swordsmen, and if you do have recourse 
to use a weapon, it should only bein the 
direst of emergencies. Remember to 
leave fighting to the professionals — it's 
not what they brought you along for, 
anyway — and use them to protect you! 

A secret weapon is always useful to 
have for emergencies, especially in the 
event that you are careless enough to 
get yourself captured. Weapons can be 
hidden in a number of ingenious ways. 
The most obvious is a small knife hidden 
in the heel of your boot. Other less obvi- 


ous locations for concealing knives 
include hatbands and belts, although 
you'll only be able to hide small, flat, 
springy throwing knives with any 
degree of success. Throwing knives dis- 
guised as pendants, revealing their true 
nature once the blade springs forth, can 
give you the edge — so to speak — when 
your opponents think you’re unarmed. 
My personal favourite, however, is a 
scarf with a piece of fine wire threaded 
through it, which makes an effective gar- 
rotte and is especially easy to conceal. 

A good rope is a vital part of many a 
thief’s equipment. One made from silkis 
best, since it is both strong and light. 
Human hair, ifit suits your tastes, is also 
remarkably good. 

If you can afford the time and money, 
cultivate a good relationship with an 
alchemist. This person can supply you 
with a number of useful gimmicks, such 
as flash and smoke bombs, and sleeping 
dust. These are extremely useful for 
covering escapes or causing panic. 

A hollow tube can be useful if your 
travels take you near any water; itcan be 
used for breathing through, and also for 
blowing that sleeping dust | mentioned 
through keyholes into a room. Finally, 
never forget your regular items of equip- 
ment, especially your lock picks. 


Accompanying a group of adventurers 
calls for a different code of behaviour, 
and you should aim to conduct yourself 
properly if you want to keep on good 
terms with your fellows. It is not, there- 
fore a good idea to steal from your com- 
rades. However, this does not preclude 
you from, shall we say, ‘borrowing’ a 
few choice items from any treasures you 
find. Don't overdo this since, even the 
stupidest barbarian will eventually 
realise something up if there are never 
any gems amongst the coins. They are 
especially prone to reacting in an 
extreme fashion, and it’s a mite difficult 
carrying on one’s profession without a 
head. 

carefully. Acrowded place is preferable, 
although if it is too busy, it will only 
impede the smooth running of the job. 
Markets, fairs, inns, and the crowds 
around street shows are good places to 
operate. 

Planning will help the operation run 
smoothly. Prepare code signals to indi- 
cate the victim and to indicate the timing 
of each stage. Get a good story pre- 
pared, so that if you are questioned your 
excuses sound plausible. 

Your target is, ideally, someone who 
looks ‘friendly’ and not too powerful — 
heavily armed or armoured subjects. 
should be avoided. Foreigners are the 
best bet, if only because no one really 
trusts them in the first place. 

The decoy should then attract the vic- 
tim’s attention, thus distracting him 
from the events around his purse- 
strings. The target can be knocked so 
that he stumbles or falls, or the decoy 
can drop something in the hope that he 
will help retrieve it. There are other 
methods of course, and! won't bore you 
with the remarkable ingenuity shown by 
one of our ladies in an attempt to distract 
a most difficult subject. ... Once your 
victim's attention is elsewhere, the other 
two team members move in from oppo- 
site directions. The receiver should 
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arrive mere seconds after the purse has 
been lifted, so that it is taken well away 
from the scene of the crime by the time 
the victim suspects something is wrong. 
Even if he does suspect something is 
amiss, there will be no evidence availa- 
ble to indicate who is responsible. 


If you can’t bring yourself to trust team- 
mates, or if asolo career appeals to you, 
then burglary is an option worth consid- 
ering. Careful pre-planning is most 
important in this field, and you should 
make sure you know everything you can 
about the proposed target. If it is a shop 
or work place, visit it during the day so 
that you know some of its layout. Check 
the building's entrance: find out which 
windows are barred and shuttered. 
Make a note of guards and street patrols, 
and work out their frequency. Find out 
when the building is quiet so that you 
don't enter while its inhabitants are still 
awake. This checking may seem tedious, 
but it is for your own benefit in the long 
run, and will help prepare you for almost 
every eventuality that may occur during 
your intrusion. 

Quiet entrances, preferably facing 
back streets, should be used to gain 
access since it is less likely you will be 
spotted. Night-time is best, for only a 
chronic insomniac is likely to bother 
you, and the streets should be empty, 
except for the odd sleepy-headed 
guardsman. Don't just think in terms of 
street-level entrances. Padding along in 
the shadows is all very well, and indeed, 
it’s one of the skills we teach — or try to 
teach — you. But a safer route is offered 
by the rooftops: there is less chance of 
running into someone, and the only 
occasion anyone will usually look up is if 
there is a noise of some kind. Travelling 
via the city’s roofs does have its prob- 
lems, and as such it is best suited to the 
more acrobatic thief. Watch your weight 
as well —it gives the profession a bad 
name if a portly thief accidentally falls 
through a fragile roof covering! 

The rooftops have other advantages 
besides making you less obvious. For 
instance, it is far easier to abseil down a 
rope than itis to climb up a wall, and will 
give you better access to upstairs win- 
dows. There are usually enough projec- 
tions for you to tie a rope around, 
although don't try anything stupid —like 
hammering in pitons at the dead of night. 

Your escape route should be carefully 
worked out. It should include sidetracks, 
switchbacks, and double-tracks. The 
best escape routes utilise ground that 
would-be pursuers cannot. And under 
no circumstances should you run 
straight for home. Keep your head at all 
times, and you should be able to get out 
of unexpected traps. 

On the job make sure you're wearing 
dark clothing, and nothing that will 
reflect light is showing. Light skin and 
hair is best darkened or covered, and 
avoid giving any toothy grins; it may well 
be an easy job, but self-congratulation 
can wait until you're safe. Those pearly- 
white teeth of yours can catch the light 
and may well give you away. Take the 
minimum amount of equipment: a rope 
if itis necessary, your weapons and lock 
picks, and anything specific to the mis- 
sion. And don’t forget to muffle anything 
that rattles. One very useful gimmick to 
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have is that sleeping dust | mentioned 
earlier; it’s a real godsend if you bump 
into a restless inhabitant. 

Your training should be good enough 
for you to work out how to get in. Once 
you're inside, however, your behaviour 
is all important. Caution is essential at all 
times. Keep your eyes and ears open, 
and at the first sign of trouble — leave, 
Killing anyone who discovers you is not 
a desirable alternative — it is distasteful, 
and incurs heavier penalties, Remember 
that you're not common thugs. If you 
think that there is a trap, make sure you 
look for it and disarm it: over-confidence 
will eventually be your downfall. 

Don't steal too much: concentrate on 
finding small, valuable items which 
won't slow you down if you have to run 
for it. Moderation will also ensure that 
your target still has enough wealth to 


keep his business going, making him 
ripe for plundering again at a later date. 
Don’t wreck the place either — it is 
unseemly, gives thieves a bad name, 
makes too much noise, and will make 
the place harder to raid again. 

Finally, a few places that | would 
advise you to avoid as targets: temples 
— because they tend to be well guarded 
with soldiers and sorcery; the resi- 
dences of mages — since they are too 
well guarded by magical traps and 
wards; and government buildings — 
unless, that is, you feel really confident. 
Stealing from Thieves’ and Assassins’ 
Guilds isn’t a course of action you 
should be thinking of either, unless you 
want a particularly short life, 


The glib-tongued will undoubtedly suc- 
ceed best practising the arts of the con 
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man. Some of the more worldly-wise of 
you have probably already tried this 
after an adventure, selling off gems for 
more than they are worth. It’s quite pos- 
sible that you've been conned out of 
those very same gems. However, this is 
only touching upon the surface of a pro- 
fitable career. You'll need plenty of bottle, 
and this is really best left to those of you 
with a really cool temperament. 

Planning, again, is important, but all 
you really need is a convincing story. As 
well as having the correct spiel, it also 
helps if you have the correct props. If, for 
example, you are trying to pass yourself 
off as a mason, then make sure you look 
like one. Wear the correct dress, and 
even carry some of the tools of the trade 
— and no, a stone block will not do, that 
whispering wag at the back. It is also 
important to know a little about the sub- 
jectin question, otherwise it will be very 
easy to catch you out. 

Now on to a few basic cons you can 
start with. Getting hired to do a job, tak- 
ing adeposit, and then not doing the job 
can be quite profitable — as is the case 
with the mason scam. You simply find 
out who needs a job doing, undercut 
other competitors by a reasonable 
amount, demand a deposit, and then 
disappear, Cover as many people as 
possible in the shortest possible time, 
because bad news travels fast. 

If you've hit on hard times, or just want 
to make a few silvers, pretending to bea 
beggar is an easy deception. Many of 
our brothers practise the art with consid- 
erable success, so | believe. 

Selling things that do not belong to 
you is another good ruse. This can be 
done in two ways. In the first instance 
you don’t even need the object to show 
to your customer; all you need to do is 
convince him that you will deliver the 
goods later. This is very unreliable, how- 
ever, and is best used against barbarians 
and bumpkins. The second way is to get 
hold of something that doesn’t belong to 
you and then sell it directly. For instance, 
if you know of any empty house, then 
you may well be able to sell it toa 
number of different customers. 

An effective con which will appeal to 
the artistically inclined among you, is 
one that can be used on parties of adven- 
turers. Simply make a number of false 
maps which indicate the whereabouts of 
hidden or long-lost treasure. Disguise 
yourself (if possible), and then sell these 
maps to adventurers along with your 
carefully prepared story about how it 
came into your possession. And make 
sure you're well away from the area 
when the adventurers return — they 
don’t have much of a sense of humour. 

Regardless of the nature of your 
crime, always try and frame someone 
else, and create an alibi for yourself. 
These need not necessarily be substan- 
tiated later, but with a little deception 
can be very effective. It all helps to pre- 
vent you being caught. 


Finally, and I'm sure! don’t need to 
remind those of you who're staying with 
us, never forget to cut your Guild in on 
the profits. We like to look on it as a 
return for the training we've given you, 
and of course you also benefit from the 
extensive protection we can offer. Be 
careful out there, and don’t get caught. 0 
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Every conscientious Gamemaster knows that G 

Plans are the ideal aid for serious gaming. Now, after years of sterling service, the original DFP1 
set is being retired. In its place we have the brand new full-colour Dungeon Floor Plans Set 1 from 
David Andrews. This new set provides everything a GM requires to simulate an underground 
adventure. 


Contains 12 sheets of A4 full-colour card floor plans; 


@ 4 sheets of stone/dirt flooring for passageways 
© 2 sheets of stone/dirt flooring with puddles, slimes, 
, and blood splats 
&/ @ 2 sheets of flagstone flooring for rooms 
'. @ 1 sheet of flagstone flooring with molds, rubble and 
general gunge 
> ® I sheet of flagstone flooring with special dungeon features 

@ | sheet of stone staircases; straight and circular 
© | sheet of wood features; flooring, doors, furniture, bridge .... 


From all good games shops or post free in the U.K. from GAMES WORK- 
SHOP MAIL ORDER, CHEWTON STREET, HILLTOP, EASTWOOD, 
NOTTINGHAM. North American customers contact GAMES WORK- 
SHOP U.S., 9110F RED BRANCH RD., COLUMBIA MD 21045, U.S.A. 
TEL.(301) 964 0262 
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The gamers games shop. 


We carry all major and most minor role - playing systems 
with a full supporting cast of scenarios and back - up material. 


We stock almost every conflict boardgame currently 
available in the U.K. 
Our second hand games section offers out of print games. 
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cast your own, Integral Terrain, Torchlight, 
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WE DON’T CLAIM TO HA VE EVERY GAME IN 


THE UNIVERSE BUT YOU’LL BE SURPRISED 
JUST HOW MUCH WE HAVE ! 


MAIL ORDER WELCOME. 
BARCLAYCARD, ACCESS & AMERICAN EXPRESS. 


WARBAND FANTASY 
MAIL ORDER 
(UK rates P + P +10% — 
minimum 50p max. £5.00.) 
Overseas rates on application. 


INTREPID ADVENTURERS (45p each) DRAGON LORDS FANTASY (40p each) 
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ot ten eee DL1 Grandrake (Good duck wizard) 
FAS Warrior w. chainmafl + sword + shield DL2 Sordrake (Bad duck wizard) 
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FM10 Orc chief in chain 
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FM12 Orc in chain w. sword 
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FA18 Halfling w. javelin + shield 

FA19 Halfling w. bow 

FA20 Halfling thief 

FA21] Baboon in leather w. sword + shield 
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FA23 Paladin FM15 Orc in chain w. cross bow 
FA24 Monk FM16 Orc in chain w. 2 handed axe 
FA25 Female warrior FM17 Orc unarm. w. sword 

FA26 Assassin FM18 Orc unarm. w. spear 


FM19 Orc unarm. w. bow 
FM20 Qre unarm. w. cross bow 
FM21 Lesser demon 


FA27 Knight in chain 

FA28 Dwarf w. hammer 

FA29 Heroic adventurer in chain 
FA30 Illusionist 


FM30 Unicorn (85p) 
FMS31 Centaur w. bow, spear + shield {seo} 
FMS$2 Arm, centaur w. spear + shield (85p) 
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The best and largest range of buildings and 
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peasants. Exciting new additions to the 25mm 
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The Justice Department Accounts Division for Judge Dredd, by Marcus L Rowland 


Justice Department Briefing — ACC-DIV 01-2106 

The Accounts Division is probably the least understood and 
appreciated section of the Justice Department. Most Judges 
regard its members as a necessary nuisance, responsible for 
keeping the books and ensuring that the Justice Department 
receives enough tax revenue to cover expenses. While the 
Division is a useful brake on the excesses of Judges who 
squander the Justice Department's resources, it’s also proba- 
ble that Acc-Div is responsible for solving as many cases as 
any of the other specialised divisions, in its role as the Justice 
Department's fraud squad. 

For example, the Pusey kidnap case [Ref JDC p20] initially 
came to Justice Department attention when Acc-Div noticed a 
large withdrawal from Pusey’s bank account. The Da Vinci 
blackmail case [Ref JDC p22 and JDJM p6] was also cracked 
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by Acc-Div, though Judge Dredd made the final arrest in both 
cases. 

While most of the specialised work of Acc-Div will not 
interest Judges who are working on the streets, some opera- 
tions will, inevitably, require the co-operation of units from the 
general pool of Judges, and of other specialised divisions of 
the Justice Department. For example, evidence might be 
found to suggest that a well-known gangster is preparing to 
transfer funds from the Mega-City. As well as offering a golden 
opportunity to arrest such criminals for tax evasion, the 
reasons for such atransfer might be very interesting. Perhaps 
the mob has sold out to alien interests, another gang war is 
imminent, or a really large load of contraband is about to hit 
the streets. Payments to Blitzers and other criminal organisa- 
tions might also be tracked by Acc-Div, leading to the arrest of 
the perps who put out the contracts. Occasionally an Acc-Div 
investigation will require the help of the Wally Squad (as plain- 
clothes investigators) in cases of fraud, and Acc-Div is natur- 
ally dependent on the help of Tek-Div’s computer expertise. 
Even Psi-Div have occasionally helped with Acc-Div investiga- 
tions. Acc-Div has also participated in many SJS investiga- 
tions; sudden acquisition of money is a sure sign of a corrupt 
Judge. Most Crime Blitz search teams include at least one 
member of Acc-Div, who is responsible for examining papers 
and other financial evidence. 

Finally, a word of caution. Recently Acc-Div has received 
expense claims ranging from the ridiculous to the fantastic. 
One recent arrest (for littering) followed a chase which 
involved 6 Lawmasters, 4 H-Wagons, a Pat-Wagon, and the 
destruction of property worth more than thirty thousand 
Creds. The Klutz case [Ref JDC p38] is another classic example 
of over-spending; Judge Dredd made a special flight to the 
Asteroid Belt to arrest a minor perp on petty charges (ranging 
from littering to running on a walkway). Other Judges have 
shown similar disregard for the economics of the Justice 
Department, and are warned that their extravagance may 
eventually result in disciplinary action. 


GM's Briefing 

Acc-Div is most useful as a moderately active nuisance to 
players. Typically, the Acc-Div Judge is the person who's 
turned off a spaceship as dead weight [Ref T/JC7 p45], vetoes 
projects because they are too expensive [Ref T/C3 p63], or 
fails to appreciate things which should be blindingly obvious 
[Ref T/C3 p60]. There is reason to believe that Cal himself may 
once have worked for Acc-Div [Ref JC7 p4]. However, not all 
Acc-Div Judges are wimps; remember that the Justice Depart- 
ment has incredibly high standards, and that even Acc-Div 
Judges may occasionally see action. If you want to emphasise 
this point, a nice touch might be a memorial to Acc-Div Judges 
who were killed defending a tax office, or some other strategic 
economic point, during the Apocalypse War. 

Acc-Div Judges should aJways have the Use Data ability, 
and often the Sense Crime ability. Other abilities should be 
allocated as needed, Almost all Acc-Div Judges will be Judge 
— 1 personnel, with a few senior Judges at Sector level and 
above. Acc-Div is usually overworked, and its officers tend to 
look pallid and out of condition from continual poring over 
synthi-paper ledgers and computer displays. Many will be 
elderly or disabled Judges who have drifted into this relatively 
quiet backwater after street service; they probably deserve 
nearly as much respect as the Tutor-Judges of the Academy. 


Typical Acc-Div Judge 1 


Judge Winslow 
S | cS DS TS $S MS PS 
1 26 28 32 47 43 27 32 


YOU'RE BOOKED 


Special Abilities: Use Data 


Note: Pallid, balding, wears spectacles (an obsolete affecta- 
tion which is probably against Justice Department regula- 
tions). Age mid-forties, stooped shoulders, light build. A 
career accountant. [Ref TC7 p45]. 


The Chief Accountant 

Judge Quimby 

S | cs DS TS SS MS PS 
2 37 44 45 62 46 29 000 


Special Abilities: Use Data—2, Sense Crime. Quimby’s special 
abilities gain an extra'10% bonus when he deals with financial 
records, due to intense training. 


Note: Negroid, curly hair, fit. Probably a relatively recent 
transfer from general service or the SJS. Mid-thirties, stocky. 
[Ref TJC3 p60. 


Player Judges should not be encouraged to join Acc-Div, but 

may be assigned to Acc-Div as ‘muscle’ on a raid, as spies, or 
in any other role the GM may prefer. Don’t always assume that 
Acc-Div will be efficient, reliable, or even honest; an account- 
ing error might easily leave a Judge with no expense money, 
under suspicion of graft, or deprived of equipment and other 
resources. Although senior Acc-Div Judges will probably be 

street veterans, and are likely to receive periodic vetting, con- 
stant exposure to money and the technology and techniques 
of fraud may eventually lead an occasional renegade astray. 


Acc-Div is also useful as a way of forcing Judges to do things 
the hard way; occasionally tell players that lab work for their 
case has been delayed because Acc-Div won't authorise the 
invoice for some new piece of crimelab technology, or that 
there are no H-Wagons available because the case budget 
won't run to them. Don’t use this idea too often; it works best 
if the players aren't too used to arguing with Acc-Div and don't 
realise that they are essentially paper tigers, easily forced to 
back down. For example, you might tell the Judges that the 
case they are investigating (for example, a local illegal gamb- 
ling ring) won't warrant the use of an interrogation suite with- 
out much more evidence, and thus trick them into following a 
perp into some form of trap. 

While GMs shouldn‘ttry to enforce hard and fast rules in this 
area, they should be prepared to step in when a player is taking 
things to ridiculous extremes. 

As arough guide, use the following equation to work out the 
budget for any type of investigation: 


Budget = (10000 x Px Vx Y)+G 


P = Number of perps (to maximum of 50). 

G = Grade of offence. 

V = Number of victims (count ‘victimless’ crimes as 1, to 
maximum of 50). 

Y = Typical sentence (years; count ‘Life’ as 70, each month as 
1/10 year, and each day as 1/300 year in short sentences). 


Example 1: A gang of 3 cannibal mutants led by the evil 
Fanglord eat a Ju ge alive. There are four perps and one vic- 
tim, the sentence is life, and it is a grade 1 offence. The budget 
will thus equal 2.8 million Creds. This may seem rather high, 
but remember that Judge murder investigations often involve 
hundreds or thousands of Judges, and massive resources. In 
practice the budget will probably expand as the investigation 
uncovers other criminal activities, and a Judge slaying should 
rarely be under strict budget control. 


Example 2: Ajuve drops a gum wrapper on the street. There is 
one perp, the crime is victimless, the sentence is, on average, 
100 days (1/3 year), and it’s a grade 4 offence. The budget is 
thus 825 Creds. In practice most normal perps at this level will 
only be arrested if caught in the act, and the Justice Depart- 
ment will rarely bother to launch a full-scale investigation, 
unless some form of prevention campaign (such as a cam- 
paign against Scrawling) is in progress. 


It's safe to assume that a minimum of a thousand Creds is 
available for any investigation, as a way of avoiding many 
petty calculations. 
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Obviously you need to have some idea of the cost of an 
investigation. Since our sources are rarely specific about 
costs, the following are shaky approximations that shouldn't 
be taken too seriously: 


Item Cost (Creds) 
One Judge/hour 500 + (100 x level) 
Tek or Med Judge/hour 900 + (100 x level) 


2,000 + (400 x level) 
50 x size (tons) 
200 x size (tons) 


Psi Judge/hour 
Any road vehicle/hour 
Any air vehicle/hour 


Any spacecraft/hour 10,000 x size (tons) 
A Lawmaster 50,000 

ALawgiver 2,500 

Small gadget 500 

Interrogation suite/minute 1000 

MAC/minute 25 

Any complex laboratory pro- 

cedure 2d10 x 1000 


Costs for Judges include the costs of training, food, transport, 
administration, etc. They don’t include the potential cost of 
keeping a Judge from other duties; for example, the other 
crimes that might be committed while a Judge is tied down at 
a particular location. Costs for vehicles and other items per 
hour include initial construction, paid back throughout the ser- 
vice life of the vehicle. Similarly, costs per minute are based on 
the original cost of the equipment in use and its upkeep. 
Round vehicle weights up to the next ton for this calculation; 
if you don’t know the size, make a guess then double it. 

For example, assuming that Dredd is a Judge-8, it costs 
around 1350 Creds an hour to keep him and his bike on the 
streets, a real bargain for the Mega-City. If a Manta tank 
weighs 30 tons, it costs 9,000 Creds an hour to keep one in the 
air. 


Scenario Outlines 

1.Undercover Operation. Jim L Fixit, the famous kneepad 
importer, is suspected of evading tax by diverting some of his 
company’s cash income (a relatively small part of the opera- 
tion, but still worth having) via a system of multiple ledgers. 
Acc-Div wantto prove that money is being siphoned off before 
itis entered into the company computer, and track its eventual 
destination. The Judges are to infiltrate the company, find the 
ledgers, and stop Fixit destroying them when an Acc-Div raid- 
ing party arrive. Unfortunately Fixit runs a very informal opera- 
tion; his employees are on friendly terms, and the usual 
behaviour of a Judge would stick out like a sore thumb. There 
are three ledgers, all printed on ‘flash’ paper which will ignite 
if a ring-pull is ripped from the book’s spine. One is in Fixit’s 
office, one is in one of his shops, and the third is hidden ina 
false cover amongsta collection of antique books in his apart- 
ment. All three will be needed to prove the case. 


2. Spending Cuts. McGruder is visiting the Luna—1 Colony, and 
the head of the SJS has just been hospitalised. In consequence 
the Chief Accountant is currently acting head of the Justice 
Department, and has decided to make some ee. 
economies. Simultaneously an epidemic of harmless but 
embarrassing pranking has started; no one is being hurt, but 
the Judges’ dignity will suffer several blows. The Judges must 
try to solve the pranking case while being studied by an Acc- 
Div efficiency expert who is hy Dg find ways of making the 
department more cost-effective. Meanwhile one of the Chief 
Accountant's assistants has realised that a lot of money will be 
saved if the number of guards on Devil Island is reduced, and 
authorised the change without consulting his superiors... 


Sources 

JDC = Judge Dredd Collection, Titan Books. 

JDJM = Judge Dredd RPG Judges Manual, Games Workshop. 
TJCn = The Judge Child Volume n, Titan Books. 

JCn = Judge Caligula Volume n, Titan Books. 


| would like to thank Rory McLean for the original idea of this 
article, and Terry Pratchett and other members of the Novacon 
15 SF convention for suggestions. 0 


Marcus Rowland is the author of Judgement Day, Games 
Workshop's first scenario pack for Judge Dredd — The Role- 
Playing Game. 
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MANY with Pistol CB8. Strider + Anti-tank cannon £1.00 
with light XRlaser — 65p MORE RANGES Male Bounty Hunter CB9. Strider + Pulsar cannon £1.10 
with Force blade 65p : with Rifle CB10. Assault Strider £1.10 
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Two world-beating 
Play- as games 
frees itregames. 


The world’s 
largest 
y and most 
successful 
modern 
ad Play-by-Mail game 
In the aftermath of World War III. will 


you lead your country to domination 
or Armageddon? 


MIDGARD 


Already a 
“| storming 

success in 
the U.S.A.., 


to the UK. 

In mediaeval 
Midgard intrigue 
and religion. war 
and diplomacy join in the quest for success. 
Whether vou play an Outlaw. Prince or Priest 
vou guide vour own destiny. 


— — —eeerietoree _. _. __ 


I would like to enrol in one of these major new games. 
Please enrol me in GLOBAL Please enrol me in 
SUPERMACY. L enclose MIDGARD. L enclose £5.00 
£5.00 for my start-up fee start-up fee 
| [__ ]etcase enrol me in Please enrol me in TRIBES 
STARMASTER. | enclose OF CRANE. Lenclose £9.95 
two turns. 


£9.95 for boxed set. start-up fee for boxed set. start-ap fee and first | 
Please send me . . . signed (£5.00) l 


| and first two turns 

| _. unsigned (£2.00) STARMASTER POSTERS 
Please send me ., . signed (£5.00) 

| . unsigned (£2.00) TRIBES OF CRANE POSTERS 

| Name 

| Address 


189 Balham High Road. LONDON SW12. 
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THE WORLD OF LONE WOLF 
BOOK TWO 


THE 
FORBIDDEN 
CITY 


PAGE & DEVER 


You are the Wizard Grey Star. Your quest to 
retrieve the legendary Moonstone of the Shianti 
takes you in search of the Shadow Gate, a doorway 
to the magical realm where it lies hidden. 
When the moon is full, the Shadow Gate appears — 
in Desolation Valley beyond the 
Mountains of Morn. 


THE CHASE HAS BEGUN 


The Wytch-king of Shadakine has unleashed his 
most powertul slaves to thwart your quest. 
The warriors of Shadaki, the phantom spirit of 
the Deathgaunt and the dark horror of the demon 
Kleasa will not rest until you are destroyed. 
Only your naar powers and the might of your 
Wizard's Staff can protect you in this terrifying 


adventure of madness, magic and menace! 


@ Over 30 superb line drawings by Paul Bonner p/usa 
full-colour game map and Action Chart. 


@ No dice needed. The unique magic system allows you 
to be Grey Star, wherever and whenever you like! 


@ Second in a series of exciting adventures. Each can be 
played separately, or combine them all to create 
a magical role-playing quest. 


@ Set in the fantastic world of thiamin 


Please mention White Dwarf when replying to advertisements. 


A scenario for Warhammer, by Richard Halliwell 


First Witch. All hail, McDeath! 
Hail to thee, Thane of 
Glamis! 


Second Witch: Not so happy, 
yet much happier. 


Third Witch, Thou shalt get 


Second Witch. All hail, kings, though thou be 


McDeath! Hail to thee, none. 
Thane of Cawdor! So all hail, McDeath and 
Banquo! 


Third Witch. All hail, 
McDeath, that shalt be 
King hereafter! 


Banquo. [Points at Witches] 
Are you talking ta me, 
jimmys? 

First Witch. Hail, Banquo! 
Lesser than McDeath, and 
greater. 


— from ‘The Tragedy of 
McDeath’ 


This is an expansion scenario for use with McDeath, the latest 
Warhammer scenario pack: it will prove useful to have a copy 
of McDeath available when you play this scenario. 

Glen Woe simulates the murder of Dunco, the King of East 
Albion. The murder takes place roughly three years before the 
events described in McDeath. 


OUTLINE 
King Dunco and the East Albion armies have just decisively 
beaten off an alliance of rebels and Norse raiders. The King is 
now travelling to visit McDeath, hero of the battle. He is 
accompanied by a small detachment of soldiers, Mergrey Cal- 
choner (the court magician), and three loyal noblemen (Mac- 
duff, Ross and pHing 

McDeath, meanwhile, has met three witches who have pre- 
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dicted that he will become Thane of Cawdor and then King. 
McDeath steadfastly refused to believe this prophecy, when 
he received news that Cawdor had thrown in his lot with the 
rebels. After the rebellion was put down, the Thane was exe- 
cuted: the King gave the title to McDeath out of gratitude for 
his part in the victory. McDeath told his ambitious wife of the 
witches’ prophesy, and she has now persuaded him to kill 
Dunco and seize the throne. 

Dunco’s entourage are breaking their journey in Glen Givett, 
a valley in the mountains to the west of McDeath’s Castle at 
Runsinane. Unbeknown to them, they have walked into atrap. 
McDeath has recruited a gang of brutal murderers and a tribe 
of orcs. He has split them into three divisions, and during the 
night they have moved into positions which block the only 
exits from the glen. McDeath’s plan is simplicity itself. One 
division will deploy across each of the roads; the murderers 
will then creep into the settlement where they will find and kill 
King Dunco, Any of the King’s men who try to flee will run 
straight onto the swords of the waiting orcs. Troops will then 
be sentinto root out anyone who remains in the settlement. It 
is vitally important to McDeath that there are no survivors. 


TERRAIN 

Glen Givett is surrounded by sheer cliffs to the north and east, 
and impassable mountains to the south-west. The only routes 
out are via the roads to Runsinane, Iskergow and Balloch. 
Roughly at the centre of the valley is the Glen Givett settlement 
which consists of a couple of sod-houses and an inn. A little 
way to the south-east is a mill enclosed by a wooden fence. 
West and east of the settlement are two toll booths on the 
main Iskergow-Runsinane road. Three brooks converge in the 
glen and flow down towards the sea. The roads cross these at 
two small stone bridges. 


LOCATIONS 

Note that the building numbers are those used in the scenario 
pack — building 1 is a storehouse, and doesn’t appear in this 
battle. 


The Settlement 
2. Sod house. Toughness: 6; Wounds: 5. 


.3. Sod house. Toughness: 6; Wounds: 5. 


4. Inn. Toughness: 7; Wounds: 10. : 

5. Mill. Toughness: 7; Wounds: 5 per section. The mill is a two- 
storey building, each storey counts as a separate building 
section. 


Toll Booths. Toughness: 7; Wounds: 4. The booths have 
solid timber doors which face towards the road; these are fit- 
ted with bolts on the inside. They have narrow archery slits on 
all four sides. 


Bridges. The bridges are wide enough to take two figures abreast. 


Brooks. All of the brooks in Glen Givett are fast flowing and 
deep. Crossing takes an entire turn, and there is a risk of falling. 
The player should roll a d6 for each model: if the result is any- 
thing but a 1 the model crosses safely. Otherwise the model 
slips, falls, and is carried away by the current. The game mas- 
ter should roll a d4; the model then suffers a single hit of attack 
strength equal to this result and is carried this number of 
inches downstream. Roll another d4. If the result is 1 or 2, the 
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GLEN WOE 


model is washed up on the far bank; 3 or 4and it comesto rest 
on the near bank. 


Field. The field to the west of the settlement is surrounded by 


a half-inch-high hedge which counts as soft cover. The gateis 
Toughness: 6, Wounds: 3, and is bolted. 


Mountains and Cliffs. The mountains and cliffs surrounding 
the glen are impassable. 


Woods. All woods reduce movement by half. Visibility is 
reduced to 2”. Missile troops wishing to fire out of wooded 
areas must be standing at the wood’s edge, and are counted 
as if in soft cover. Troops further than 2” into a wood and away 
from any enemy are assumed to be hidden, and, after consul- 
tation with the game master, may be removed from the table. 
Troops within 2” of the edge of a wood may only be assumed 
hidden if they spend an entire turn stationary. Their position 
will be revealed if they move or shoot, or if any enemy come 
within 6" of the wood’s edge. 


PREPARATIONS 

Some time before the game is due to start the game master 
should take a photocopy of the battlefield map. Dunco’s player 
will need this to mark positions and planned movements of 
the guards. Before the players assemble, the game master 
should write up command sheets for the two players using the 
information given here and in McDeath. 


STARTING THE GAME 

The game master gives the two sides their Command Sheets 
and answers any queries about the rules, the terrain etc. 
Dunco’'s player now writes down which troops are sleeping in 
which buildings and where the guards will be stationed 
Dunco’s deployment is subject to the following rules: 


1. The King must be billeted alone in one of the buildings. 
No one else may share the building but a guard may be 
stationed outside. 

2. The rest of the entourage may be quartered in any of the 
remaining houses, but no more than five models may occupy 
any one building. 

3. All of the King’s entourage have horses: these may be 


| 


SSS 5a 
=Ae 
SZ '=) \ 


a ~~ 

¢ 

Wat tnstt!| 
— | 


= a DD, ae | 

= 5 : = 

= . ae 

= ds? | 
£; 


either in the field, the paddock behind the inn, or the mill 
enclosure. 

4. Three of the entourage may be on guard duty; only one of 
these may be a nobleman. Mergrey will refuse to stay up all 
night, and cannot be used as a guard. Their starting positions 
must be clearly marked on the player's copy of the map. 
Guards may be ordered to remain stationary or to patrol. If 
they are ordered to patrol their circuit should be marked on the 
map with a dotted line; remember to mark the direction in 
which they will move. Guards may not be stationed or ordered 
to patrol within 12” of the table’s edges. 


McDeath’s player, meanwhile, must split his troops into three 
divisions and assign one to cover each of the roads. Each divi- 
sion must be led either by McDeath, Lady McDeath or Banquo 
and contain one of the murderers. 


SEQUENCE OF ACTION 

McDeath deploys his troops along the three base lines, 2” into 
the table. He may now move the murderers while the other 
troops remain stationary. 

Dunco’s troops are placed on the table as and when they are 
seen by an enemy. Dunco cannot take command of his army 
until the alarm has been raised. It takes an entire turn after the 
alarm for them to dress, don armour and gather up their 
weapons. 

According to the plan agreed prior to McDeath’s army split- 
ting up into divisions, the murderers must be sent into the settle- 
ment ahead of the rest of the troops. The remaining troops 
may not move until an alarm is raised or the murderers return. 


VICTORY 

It is unlikely that more than a couple of the King’s entourage 
will survive; Dunco’s death is more or less guaranteed. The 
schedule below allows the players to assess their relative per- 
formance, given that the outcome is almost pre-ordained. If 
McDeath scores 4 or more points he has won: if he scores be- 
tween 1 and 3 points, the game is a draw: if he scores zero or 
less, Dunco’s player can count himself the victor. 


‘ 


Victory Points for McDeath 

Dunco slain +6 Banquo slain —2 
McDeath slain —6 Ifanenemy model escapes 
Lady McDeath slain —4 off table —4 


If any of the escaping enemy knew McDeath, Lady McDeath 
or Banquo were present —4 
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GLEN WOE 


SPECIAL RULES 

Visibility 

The scenario takes place on a clear, moonlit night. Maximum 
visibility is as follows: moving model — 12”; stationary model — 
6"; building — 36”. 


Alarms 

Dunco’s player cannot take command of his troops until an 
alarm has been raised. An alarm is raised the moment one of 
the murderers is spotted or fails to make a silent attack. If the 
murderers manage to kill Dunco and escape unnoticed the 
alarm will not be raised unless a,guard spots one of McDeath’s 
regiments, or until one of the regiments attacks a building. 


Arcs of Vision 

Because of poor visibility, models can only see things within a 
90° arcto their front. (For an illustration of the 90° arc band see 
page 18 of Combat, Volume 1 of Warhammer.) 


Murderers 

A murderer approaching an enemy unseen, or attacking 
someone who is asleep, counts the opponent's Ws and | as 1 
If the opponent is killed in the first round of combat assume the 
attack was silent, and that the victim didn't have chance to cry 
out and raise the alarm. 


COMMAND SHEETS 
The game master should write out command sheets using the 
information given below. 


KING DUNCO’S ENTOURAGE 

Dunco, King of East Albion 

M WS BS S$ T W |! A td Int Cl WP 
4 2) 5 3 33% 127.58 22 “10 9 10 10 


Dunco has a shield and chainmail armour, giving him a saving 
throw of 5or6, anda 42" movement penalty. He is armed with 
a sword and rides a warhorse. 


Mergrey Calchoner, et Dunco’s Court Magician 
Magician; LVL3; CON:23. 

M WS BS S T W I! A ld 

4 3 374 4 3 6 41 9 


Cl 
9 


WP 
10 


Int 
9 


Mergrey does not wear armour and is armed only with a dag 
ger. He can cast the following Battle Magic spells: aura of 
resistance, fireball, mystic mist, smash, animate sword. 


Macduss, Ross and Angus, Noblemen 
M WS BS S$ T W I 
5 


Cl 
8 


WP 
8 


Int 
8 


A td 


4. *6 Berd) (2) be 1S 


POOH tty ae 


He 


The nobles have shields and chainmail armour, giving them a 
saving throw of 5 or 6, and a movement penalty of 12". They 
are armed with swords, and ride warhorses. 


Mounted Escort, 10 Soldiers 

The soldiers have standard human characteristics. They carry 
shields, which confer a saving throw of 6, and are armed with 
swords. The soldiers may fight as a single regiment of 10 men 
or as two regiments of 5. 


Commander's Brief 

You are Dunco, King of East Albion. You have just scored a 
decisive, devastating victory over an army of invading Norse- 
men and East Albion rebels. The royal entourage is now en 
route to a victory celebration at the castle of your friend and 
kinsman, McDeath. You are spending the night at Glen Givett 
and should arrive at McDeath’s Runsinane Castle by noon 
tomorrow, Although your escort is quite large and well- 
armed, some of the rebels are still at large: it would be a wise 
precaution to station guards before you retire for a night's 
well-earned rest 


McDEATH’S ORCS AND MURDERERS 
McDeath, Thane of Cawdor 

M WS BS S T W I! A Ld 
4 6 GS 4 <4. .3) 16° °S 9 


cl 
9 


WP 
9 


Int 
9 


McDeath wears full plate armour, and carries a shield, giving 
a saving throw of 4, 5 or 6. There is also a movement penalty 
of 1" due to armour encumbrance. He is armed with a magic 
sword, The sword’s magical attributes are Wil/ Power Drain, 
Resist Fire and Talking Weapon. 


Lady McDeath 

Wizard; LVL1; CON: 10. 

M WS BS S$ T W I 
4 3 3 (8 eA YS. IG! 4 


we 
10 


Int 
9 


A ld 
9 


Cl 
9 


Lady McDeath does not wear armour. She is armed with a dag- 
ger. She is an illusionist magician and can cast the following 
spells: Battle Magic — fireball; Illusionist Magic — bewilder foe, 
clone image, confound foe. 


Banquo, McDeath’'s Lieutenant 
M WS BS S T W 
4 4 4 4 3 1 


Ld 
7 


cl 
7 


WP 
7 


I Int 
CY 7 
Banquo is armed with a sword, and carries a shield, giving an 
armour saving throw of 6. He is subject to Frenzy and when 
frenzied makes a total of four attacks. These are two sword 
attacks, one headbutt attack, and one kick attack. Banquo 
headbutts and kicks using normal characteristics; there are no 
penalties for fighting unarmed. 


The Three Murderers 
M WS BS S T W tI A Ld Int Cl WP 
4 4 4 q 3 1 4 1 7 7 7 7 


The murderers do not wear armour, They are armed with dag- 
gers and throwing knives. 


Ore Tribe, 45 Warriors 

The ores have standard characteristics. They wear chain mail 
armour and carry shields, giving them a saving throw of 5 or 
6, and a movernent penalty of 12". 30 of them are armed with 
swords, 15 with bows and daggers. The orcs can be organised 
into any number of regiments in multiples of 5. 


Commander's Brief 

The three witches have predicted that you will become King of 
East Albion; their prophesies have proved correct so far. In 
order to fulfil the prophesy you are about to murder Dunco, the 
present monarch. Your army is split into three divisions: each 
division includes a skilled murderer, contracted to slay the 
king. You are personally in charge of one of the divisions; the 
other two are led by Lady McDeath, and Banquo, your lieuten- 
ant and best friend. Each division is blocking one of three 
escape routes from the glen. The presen ge? plan is to send 
the murderers in first to find Dunco and kill him in his sleep. 
Anyone trying to escape from the Glen must be stopped; the 
whole royal retinue should then be wiped out. 0 
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ESDEVIUM GAMES 


LOW COST MAIL-ORDER SPECIALISTS — 


Come to Esdevium Games and see the best 
display of games in the country. 
Open 5 days a week Fastest telephone mail order service. 


Some of our special lines .. . 

RAGNAROK ENTERPRISES. As their UK agents we now stock all their products... The new 
RPG system, justly praised for emphasis on role-playing development and realistic world 
design. For more experienced gamers... 

YSGARTH RULE SYSTEM: Set of 6 books: Fantasy Character, Battlecraft, Arts 
Arcane, Holy Orders, Fantasy World, Last Song of Hergest (Adv): ............ £10.95 
For details of the many supplements and adventures suitable for use with YRS and 
most other FRPGS, all at very low prices, send SAE. 

ABYSS is one of the leading small US gamezines, why not subcribe for 6 issues a 
UK sub £6 (Europe £7.50. Overseas Air £10), or 12 issues... £11 UK (Europe £14, Air 
Overseas £18). 

TO CHALLENGE TOMORROW is one of their newest RPGs designed to be played 
in all sorts of SF or Historical Backgrounds. Simple, realistic and flexible ... £6.95 


TRIAD (exp 1)... £3 LONDON BY NIGHT (exp 2)... £5 
PASSAGE TO CATHAY A multiplayer game of Indian Ocean Trades ........... £6.95 
SUBURBAN SLASHER Bad ‘B’ Movies — Good game ..........scsssssscssssseesessesee £6.95 


THE DRAGON TREE. New in from Dragon Tree: at last the Arduin Grimoire of trea- 
sured memory resurfaces... 


Lost Grimoire by Dave Hargrave — Arduin Book IV ........:.ssvsssrssseessssseersssvesenes £7.95 
Especially for all DMs who want to make their adventures interesting and intelligent. 
HANDBOOK OF TRAPS & TRICKS: Wide variety and complexity .............. £7.95 
DRAGON TREE SPELL BOOK: Some 225 spells ........sssscssssssssssnsesssvssessovsesesene £5.95 
From COLUMBIA GAMES we have the excellent FRP World Series. 

HARN (Master Module) 8 IVINIA o............csssssescsssssssssssssssesssssssveveasees £12.95 each 
CITIES OF HARN 7 & GODS OF HARN . we £7,95 each 
Various ENCYCLOPAEDIA HARNICA ... £3.95 each 
RETHEM, CHYBISA & LYTHIA ..........cccsssesssessonee wo, £8.95 each 
Pius the Boxed Game ROMMEL IN THE DESERT ............sssssesssssssssessossnnsesess £18.95 


These are just some of our games. Ourcatalogue contains details © ESDEVIUM GAMES (6W), 

of virtually all games available in the UK. Send 20p in stamps 185 Victoria Road, Aldershot 

& 18p SAE (overseas 4 IRC} for a copy (FREE with orders over £6). Hants GU11 1JU 

Telephone Order with Access/Visa Aldershot 311443 (Shop Hours) 

Payment in £'s Sterling please. Farnham 722269 (Other Times) 
No postage on many games for regular customers. 


- er a aby 
- (_I'MANAVID FAN OF ROLE-PLAYING GAMES 
—/ WARGAMES, AND LOW-LEVEL CHARACTERS 
(WELL COOKED} 


: ee 5016010 SI RATEIE ts 7%, 
Di 


~ WHERE I'VE ALSO DISCOVERED AN AMAZING 
RANGE OF MINIATURES 
13 Rue Poirier de Narcay 
75014 Paris 
Tel: 545,45.87 
Metro pte D‘ORLEANS 


en  FRON THE 
"THIRD DINENSION. 


The ultimate accesories for role-play gaming! These finely | 
detailed 3-D model interiors are ideal settings for your 


fantasy or sci - -fi adventures. For use with 25mm figures 
kit is mage of top quality board) 


BP1: DUNGEON STARTER PACK: essential starter for the ake 
range of 3-D dungeon interiors / 
BP2: DUNGEON PACK 2 { 
SS1. SPACESHIP STARTER PACK essential starter kit ‘ee 
SS2: STARSHIP CONTROL CENTRE = 
PayweNT TO THIRD DIMENSION DESIGNS. 
18 RYDER CRESCENT, AUGHTON, nr. ORMSKIRK, : 
LANCASHIRE. L395EZ. (swe for details } . 


Please mention White Dwarf when replying to advertisements 


“Your mission: 


LIBERATE WHAT'S 
LEFT OF MANKIND” 


It's 150 years after the last nuclear devastation. You and your 
“player-friendly" team awake from suspended animation to 
find the world has become an alien environment. 
And you're mankind's last hope to rebuild the 
world as you knew it. 
The Morrow Project 
is a new and playable 
role-playing system. 
Complete in every 
detail. 


THE 
MORROW 
PROJECT 


@ The Morrow Project £5.95 
@ Role Playing Supplement £4.50 
@ Shield £3.50 


GROUP ADVENTURES 

@ Liberation at Riverton £5.50 * 

@ Operation Lucifer NEW £5.50 

@ The Starnaman Incident 
NEW £5.50 

@ Damocles NEW £5.50 


ACCESSORIES 

@ Vehicular 
Blueprints 
NEW £4.95 


THE 

SUPER HERO 
ROLE 

ee YING GAME 


Like a breath of fresh air, the game system is bright andi heroic \ 
in style, yet simple and complete in design. 


@ Champions £14.95 
@ Champions II £8.95 
@ Champions II £8.95 
GROUP ADVENTURES PLAY AIDS 
@ Deathstroke £5.50 @ Enemiesl £5.50 
@ Escape from Stronghold £5.50 @ Enemies II £5.50 
@ Island of Dr. Destroyer £5.50 @ Enemies III £5.50 
@ Great Supervillain Contest £5.50 @ Champions Screen £4.95 
@ Organisation Book I — @ Adventurers Club Magazine £2.95 
Circle & Mete £5.50 (issues 2, 3, 4, § currently in stock) 
ew 
©" JUSTICE INC. £14.95 
FIRST ADVENTURE: TRAIL OF THE GOLD SPIKE £4.95 
AVAILABLE FROM YOUR LOCAL 


GAMES SHOP, OR DIRECT FROM 


P.O. Box 100, Bath Street, 
Walsall, W. Midlands. 
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\ At the VIRGIN GAMES CENTRE, 
we’ve gone to great lengths to 
, bring you the best. We've 
travelled the ENTIRE PLANET 
in order to acquire the WIDEST 
POSSIBLE RANGE of... Science Fiction 
Fantasy Games, War Games, Role- 
Playing Games, Fighting Fantasy 
Games, Books, Magazines, 
Miniatures, Paints, Dice, 
Accessories and Model Robots. 


Everything you could want - 
plus a host of games you never 
knew existed — and a 


YL knowledgeable staff to 
act as your guide. 


100 Oxford Street, London W1 - 172 Union Street, Aberdeen - 28/32 Union Street, Glasgow : 98 Corporation Street, Birmingham - 
94/96 Briggate, Leeds - 18 Merchant Street, Bristol - 157/161 Western Road, Brighton. 
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BANDITRY INC 


A Referee’s Guide to Thieves’ Guilds in AD&D, by Olivier Legrand 


The Advanced Dungeons & Dragons 
rules only give very vague hints on how 
a Thieves’ or Assassins’ Guild functions 
in a fantasy city. This article was written 
to give referees and players various 
ideas and suggestions about the work- 
ing and use of a criminal guild in their 
own fantasy campaign. 


The Nature of a Thieves’ Guild 

The presence of a Thieves’ Guild ina 
city-orientated campaign surely adds 
‘colour’ to the setting. Moreover, it pro- 
vides the imaginative referee with 
plenty of plots and adventure ideas. 
Members of a Guild can be used as 
interesting opponents or rivals for a 
party, especially if player character 
thieves are present. 

Players and referees should not be 
misled by the word ‘Guild’. A Thieves’ 
Guild is by no means a mundane and 
official group, like a merchants’ or 
craftsman’s corporation, but is a secret 
and powerful criminal organization 
about which very little is known — apart 
from its existence. It wields great power 
inthe underworld, and, to a lesser extent, 
over the whole city. It could loosely be 
described as a medieval Mafia. 


Guild Membership 
Not all thieves in a city will necessarily 
belong to the Guild; it depends very 


much on the nature of the thief. Muggers §3 


and petty filchers are unlikely to be 
involved but most burglars, ‘locksmiths’ 
and other specialized thieves are likely 
to be members of the Guild. 

Any competent thief (ie a player 
character thief) arriving in town will usu- 
ally be approached within 24 hours by a 
Guild representative, unless he takes 
special precautions to travel incognito. 
The Guild emissary will ask the charac- 
ter to join the ranks of the Guild: if he 
accepts, the character will be blindfolded 
and taken to a secret meeting place. 
There, the guildmaster — or one of his 
lieutenants — will make him sign an 
enlistment contract, establishing his 
duties and benefits as a Guild member. 
Should the thief try to double-cross or 
betray the Guild, the most likely result 
will be his elimination by some hired 
assassins. 

If the character refuses to enter the 
Guild when first contacted, he'll be due 
for a rough time, especially if he’s suc- 
cessful. In this case, the Guild will proba- 
bly arrange his capture by the local 
militia, force him out of town or, at the 
very extreme, have him assassinated. 

Members of the Thieves’ Guild must 
swear an oath of secrecy and loyalty to 
the guildmaster and his lieutenants. 
They must pay 20% of all they steal to 
the Guild. Should a thief attempt to ‘con- 
ceal’ any illegal income, and this fact is 
discovered, he'll be ‘warned’. A thief will 
be expelled from the Guild and driven 
out of town when he receives his third 


warning. 

In addition to their own crimes, mem- 
bers may also participate in Guild jobs: 
top-class burglaries, kidnappings, and 
other shady operations engineered and 
co-ordinated by one of the Guild’s 
lieutenants. Fifty percent of the total 
haul goes directly to the Guild; the other 
half is shared out equally between the 
participating Guild members. 

Guild members should not expect 
their fellow thieves to pay for their own 
failure or carelessness: the Guild is quite 
unlikely to rescue captured members 
(except for Guild lieutenants or very 
worthy members caught while execu- 
ting a Guild job). The Guild could well 
send assassins to murder an imprisoned 
thief to prevent him from making some 
embarrassing revelations under torture 
or interrogation. Careful, clever thieves 
will insure they are rarely caught, and 
can generally arrange their own escape. 
Captured thieves who manage to escape 
are generally ejected from the Guild, 
unless their escape took place before 
any serious interrogation could be 
made. In such a case, the thief con- 
cerned will not be permitted to take part 
in any important job for one month. 
Remember that ‘a thief’s prime tool is 
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Guild Lieutenants 
Lieutenants are the direct assistants of 
the guildmaster. They are chosen by the 
guildmaster himself from among the 
cleverest and most skilful members. A 
Guild will typically have from four to 
twelve lieutenants, depending on the 
size of the town. Lieutenants act as mid- 
dlemen between the guildmaster and 
the other Guild members. They are in 
charge of organising, and sometimes 
carrying out, Guild jobs. Each lieutenant 
is also given an assignment: this may 
range from controlling criminal 
activities in a particular town district (e 
West Quarters, Merchants’ Avenue, ata} 
to the supervision of a specific type of 
operation (such as burglaries, kidnap- 
pings, rackets, recruiting, rumour and 
information collecting, and so on). 
When money goes to the Guild as a 
result of a Guild job (see Guild Member- 
ship), half of that amount is distributed 
equally between all the lieutenants. The 
remainder is then divided by two: one 
share is given to the guildmaster, and 
the other goes to the lieutenant who 
organized/commanded the job. For 
example, from a total haul of 2000gp, 
1000gp are received by the Guild. If it has 
5 lieutenants, the guildmaster will 
receive 250gp, the lieutenant who ran 


the job will gain 350gp and each of the 
four remaining lieutenants will receive 
100gp. 

In the case of ‘personal’ jobs (see 
Membership), the 20% rake-off goes 
directly to the guildmaster. 


The Guildmaster 
The guildmaster is the central character 
of the whole organization. He delegates 
tasks to the lieutenants, and sometimes 
organizes extremely perilous or impor- 
tant Guild jobs himself (such as kidnap- 
ping a member of the nobility, or a raid 
on the local archmage’s tower). Such a 
powerful person is unlikely to take per- 
sonal risks when he can get others to do 
it for him, so the guildmaster will never 
actively take part in an operation except 
perhapsin an emergency. Guildmasters 
remain in ‘office’ until they die or decide 
to retire: they select their own successor 
from among their lieutenants. Should a 
master die before designating a succes- 
sor, the result is usually a bloody and 
murderous war between the lieuten- 
ants’ factions — with the winner emerg- 
ing as the new guildmaster. 
he identity of the guildmaster greatly 

affects the working of the organization. 
Most of the time, the guildmaster will be 
the best thief in town. He could, how- 
ever, be something very different—such 
as a wealthy and influentical noble or 
merchant leading a double life, using the 
Guild to satisfy private, political or finan- 
cial business (in addition to its usual 
criminal activities). In this case, the 
guidmesie* true identity would only 

e known by his trusty lieutenants, and 
Guild members would simply know him 
as ‘the Master’, the ‘Hooded One’ or 
whatever. 

In either situation, the guildmaster will 
be extremely well protected, and will 
seldom appear in front of members, pre- 
ferring instead to act through his body of 
lieutenants in order to maintain an aura 
of mystery and secrecy. The guildmaster 
will always be a very crafty character, 
unlikely to make mistakes, and conduct- 
ing his business with great judgement 
and experience. The main aspect of the 
sethere ge personality profile is power. 

e should be an expert in the arts of 
stealth, treachery, deceit and diplomacy. 
These skills, combined with the excep- 
tional resources in wealth and man- 
power available to him make the 

uildmaster a valuable ally or a deadly 

oe — depending on which side you're 
on. The guildmaster will be obeyed and 
respected in all the underworld. This 
does not mean he has to be feared — he 
could just be an efficient and popular 
leader, praised by the poorer townsfolk 
for being a permanent challenge to the 
authorities. On the other hand, if he is a 
cruel and ruthless man who extracts 
from the poor all the money they can 
save, his popularity will be rather low 
and he'll have to face tne threats of riot 
and conspiracy. Most masters adopt a 
neutral attitude towards the populace, 
knowing that nothing can stop an angry 
mob, and that too many ‘friends’ of 
modest status can be a troublesome 
burden for the man who wants to rule 
and control. 


Apprentices 
Apprentices are young boys and girls 
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trained by the Guild’s instructors to 
become true thieves and attain full 
membership. They are recruited by 
lieutenants from among the cleverest 
street urchins and usually become full 
members after one or two years of 
apprenticeship. During this time they 
never participate in jobs, except for prac- 
tice or for operations where extra man- 
power is needed. As shown in Guild 
Membership (above) it is not necessary 
to have been an apprentice in order to 
become a full member, though at least 
50% of Guild members were once 
apprentices. 


Instructors 

Guild instructors are special members 
whose duty is to teach and train the 
apprentices. Instructors are generally 
thieves who have retired from their 
active career, either because of age or as 
a result of some injury. Nonetheless, 
instructors are vital to the Guild, as the 
skills and abilities of future members 
depend solely on their competence. 
Optionally, instructors could also train 
Guild members in specific skills, such as 
disguise, escapology, and acrobatics. 


Specialists 

Atypical Thieves’ Guild will maintain a 
small body of highly skilled specialists — 
including forgers, locksmiths, druggists, 
mechanicians, and even armourers. The 
number of Guild specialists should be 
kept low, as expert craftsmanship 
coupled with total trustworthiness is a 
rather rare occurrence. Ideally, a Guild 
should have one specialist per specific 
skill or knowledge field. 

Lieutenants can obtain the services of 
Guild specialists free, but ordinary 
members wishing to use the specialist 
skills and knowledge for their own pri- 
vate business must pay (they will, how- 
ever, get a reasonable discount). Guild 
specialists generally have a professional 
cover to ensure they have sufficient 
income. They also get an annual fee 
from the guildmaster which is depen- 
dent on their usefulness and success 
rate throughout the past year. 


Spies, Informants and Contacts 

The Guild will also have a vast network 
of spies and informants scattered 
throughout the city in the guise of com- 
mon citizens, beggars, and prostitutes, 
or infiltrated into important organisa- 
tions such as the Merchants’ Guild, the 
royal palace, and the militia headquar- 
ters. These spies may be hired from the 
Assassins’ Guild, supplied by another 
organization, or even schooled by spe- 
cial Guild instructors. Their duty is to 
report interesting rumours, facts and 
events to Guild contacts. Guild contacts 
are typically shop or innkeepers paid by 
the Guild to collect information from its 
spies, and to report them to a lieutenant. 
This two-link chain prevents direct deal- 
ing between spies and lieutenants, thus 
lessening complications in case the spy 
is uncovered. 


Allies and Support 

To be powerful and effective, the 
Thieves’ Guild needs rich and influential 
friends (such as merchants, nobles, 
courtesans, officials, and high-ranking 
wizards), ready to help the Guild when 
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serious financial or legal problems arise. 
These ‘friends’, however, are not neces- 
sarily motivated by friendship or 
ideological interests: blackmail and 
bribery are also excellent ways to 
acquire support. A crafty guildmaster 
will also have alliances with other pow- 
erful personalities of the underworld, 
such as rich madams, the leader of the 
beggars, the local Grandfather of Assas- 
sins, and ship captains interested in 
smuggling. These alliances are quite 
flexible and could well be broken in 
times of crisis. 


Guild Headquarters 
The location and type of Guild Head- 
quarters is important. While a mansion 
stuffed with traps and secret doors 
appears attractive, a network of tunnels 
seem to be a more logical and interest- 
ing solution. Imagine a vast under- 
ground maze spanning the entire city, 
connecting with the sewers, and the 
taverns, brothels or casinos owned by 
the Guild. These tunnels could also lead 
to asecret meeting place where projects 
and decisions are debated by the 
 Napalbegrond and his body of lieutenants. 
he residence of the guildmaster should 
be kept a secret, even from his lieuten- 
ants. This will mostly depend on the 
master’s identity and personality. If he 
leads a double life, then the tunnels will 
probably connectto his regular home. If, 
on the other hand, he’s a well-known 
criminal, he'll live in a well-concealed 
location protected by traps and trusty 
bodyguards. This could be anything 
from the basement or back premises of 
some unremarkable establishment to a 
sumptuous underground palace — or 
even to the catacombs of an abandoned 
temple. 

The Guild will also own a number of 
buildings and warehouses to house 
instructors and apprentices, store stolen 
goods, or serve as caches for hunted 
members. 


Feuds and Rivalries 

Apart from the local authorities, a 
Thieves’ Guild could have other power- 
ful enemies — for instance, a competing 
criminal corporation, or a specially 
created branch of the Merchants’ Guild 
which hires swordsmen and bodyguards 
to counteract the Thieves’ Guild’s 
activities. This element will certainly 
spice things up if some player charac- 
ters belong to one of these rival 
groups. 

The attitude of the Assassins’ Guild 
towards the Thieves’ Guild will range 
from friendly co-operation to total hos- 
tility. If you preferred, it could just be a 
specialized branch of the Thieves’ Guild, 
although multiple (and potentially rival) 
criminal brotherhoods always add 
flavour to city campaigns. If you enjoy 
messing up your adventurers’ lives with 
complications and treachery, you could 
also start feuds and intrigues between 
the different Guild lieutenants, with each 
faction plotting against the other to gain 
the master’s favour or to overthrow him. 
This will result in some hot and exciting 
mob wars, with the player characters 
being caught in the crossfire. It will pro- 
vide a refreshing change from the usual 
dungeon-crawling, and bring the 
thieves in your game to life. 0 


Besides the usual number of letters 
about sexism, young gamers et al, this 
month's mailbag has also contained a 
few letters congratulating me on my 
new position as Editor of this erudite 
publication. Thank you, thank you, thank 
you. | can promise you that the 
magazine will be heading ina new direc- 
tion soon, but for the moment... . 


Shirley Carbery, Stourbridge: Some of 
the male readers who replied to my let- 
ter seemed to have a mental instability 
in recognising the differences between 
reality and fantasy. They expressed the 
strange view that medieval role-playing 
games must be as authentic as possible, 
and as such women should hold subser- 
vient roles in keeping with their sup- 
posed position in society in the Middle 
Ages; in fact | was told! should be grate- 
ful women are even included. At the 
same time, to recreate this authentic 
atmosphere, elves, dwarfs, etc, are 
placed within their proper positions! 

| hate to break the news to these male 
readers but elves, dwarfs, orcs, hobgob- 
lins don't exist, have never existed (not 
even in medieval times) and never will. 
This attitude was exemplified by the 
rather naive and chauvinistic views of 
writers like D Green in WD74 (| didn’t 
realise feminism was a dirty word, 

Mr Green) and S Evans in WD73. 

The whole game set-up is pure fan- 
tasy; | don’t want to hear any more rub- 
bish concerning authenticity, and in my 
opinion it’s foolish to think that you 
could actually achieve any realism. 


D G Bell, North Kelsey: The letter from 
Miss Carbery has filled your letters page 
with more opinionated ignorance than 
any other | can recall. People have 
claimed the support of history, fantasy 
fiction, and game design in their 
attempts to discount Miss Carbery’s 
complaint. Despite all this, | cannot see 
any reason not to support her. 

History certainly does not deny the 
presence of women warriors. It is, quite 
likely, true that (male) historians have 
tended to ignore the many women who 
have taken an open and active part in 
politics and war. It isn’t really relevant 
that the vast majority of women were 
treated very badly by modern standards, 
as when we talk about characters in 
games we are already talking about 
exceptional people. Besides that, work- 
ing magic, polytheism, and intelligent 
non-human mortals would turn the 
superstitious, Christian, purely human 
medieval society of historical Europe 
into something totally different. 

Some of your readers will not like the 
idea that Robert E Howard and John 
Norman are not the only writers of fan- 
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tasy. Between that extreme and that of 
the far-feminists there are a lot of writers 
who create plausible women filling every 
niche in the fantasy character range. 

Finally there is the game pce argu- 
ment. There are people playing RPGs 
today who don't realise that they can 
produce their own scenarios, think that 
the designer's words are writ in flame 
imperishable, and probably play D&D 
because it has the most garish pictures 
on the module covers. There used to be 
a lot said about the creative element in 
role-playing games: now it seems to 
have almost been forgotten. In the end, 
the rules are one person’s interpretation 
of a sub-created reality. Any resemblance 
between characters in any role-playing 
game and any persons alive or undead 
is purely coincidental. 


Shirley Carbery: In reply to S Evans's 
eloquently written letter in WD73 as to 
why | persist in buying this magazine if! 
object to the soft porn images of women; 
does Mr Evans expect me to live like a 
hermit?! | buy this magazine because | 
want to find out more concerning RPGs; 
just as when | buy a newspaper to read 
the news, | am affronted by pictures of 
naked women. Everywhere | look, 

Mr Evans, my femininity is insulted — it 
won't do any good just to run and hide. 


Simon Polley, Leeds: If you really are a 
nudie mag, shouldn't you be called 
Camera Weekly like all the rest? 


Funny you should mention that, one of 
the forthcoming changes is the title... . 


Alan Bishop, Herne Bay: Oh boy! At the 
risk of becoming the target of all ‘regu- 
lar’ WD scribes, | wish to appeal to the 
Spirit of Fence-Sitting Peace-Lovers. 
Okay, so sexism and the age war are 
major issues (especially ifthe readerisa 
ten-year old female RPGer), but due to 
the very nature of these subjects, even 
after months of discussion (which has 
developed into a general gripe, includ- 
ing backstabbing and ‘raking-up-old- 
quotes-and-using-the-same-arguments ), 
nobody has changes their views (go on, 
someone prove me wrong, plasivel. 

And so, what's the point? Can't we 
have some letters about less volatile, 
non-serious subjects? What ever hap- 
pened to letters about articles and 
scenarios in WD? 


You mean these ones... ? 


Jon Gurney, Twickenham: Many thanks 
for publishing Gamesmanship by Martin 
Hytch in WD75. It will become required 
reading for players in my campaign. 

| completely agree with what he says 
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about the need to keep the sense of won- 
der present in AD&D, and to avoid the 
game degenerating into a mathematical 
system with some fancy labels attached. 
Itis important to make use of the creativ- 
ity of the group —the players giving life 
to their characters and the DM designing 
a believable environment for them. (It 
improves the ‘reality’ of a campaign if 
there is detailed geography and eco- 
nomic and political system in which the 
characters have places. They become 
inhabitants of a world rather than ceas- 
ing to exist whenever they leave the 
dungeon.) Players should be encour- 
aged to develop their characters into 
individuals, possibly quite different 
from their own personalities. 

| do see a problem, however, in trying 
to restrict players reading AD&D litera- 
ture. It can lead to a sort of elitism 
whereby the players are always bound 
by the will of the DM. Players will natur- 
ally be curious about the working of the 
game and some will want to try their 
hands at DMing themselves. How can 
you justify stopping them from doing 
what you do all the time yourself? 


Dave Morris, London: Gamesmanship 
was the best thing in WD75, though it’s 
kind of depressing that most people 
need to be told this kind of thing atall. I'd 
like to see more games companies divid- 
ing their RPG rules into game mechanics 
and game reality sections, so the GM 
can take care of the numbers and stats 
while the players enjoy the fantasy. 

To add my ha’pennyworth to Martin 
Hytch’s many useful suggestions, | 
always think that generic names for 
magic items are absurd. Players might 
classify the item the party’s just found as 
a Ring of Protection or whatever, but the 
typical character’s understanding 
should be along the lines of ‘this must be 
the vambrace of Sigurd lroneyes, the 
legendary Mercanian reaver of whom 
it's said he could only be harmed by fire 
andlove....' The generic labels are just 
there for the GM's convenience. 


Stuart Cox, Horley: What else can | say 
but a humble ‘thank you’, Pete Tamlyn. 
How to Save the Universe was an 
extremely well thought out article and 
hopefully one which would convert the 
polemic outburst from Matthew Car- 
rington. Perhaps he and his ilk should 
take time to read these comics that 
spawned Superhero role-playing. 
Admittedly some are tedious, but any 
who venture to read Batman, Daredevil, 
and X-Men will find complex, deep, ful- 
filling stories. | suspect those expecting 
‘Boffs’ and ‘Biffs’ will be surprised. Role- 
playing is for role-players whatever the 
genre of the game. Be it Superheroes or 
dragon-vanquishing warriors it takes 
skill to succeed. 


Frederic Wayland, Dublin: Matthew Car- 
rington is not the only person who dislikes 
Superhero rolegames, and Pete Tamlyn’s 
article has not changed my views. Are 
we role-playing or hero-playing? Role- 
playing includes historical rolegames 
designed to give the player the feel of 
another time and land. What was believed 
in is effectively real, which explains 
magic and the like, never Superheroes. 
For this reason, role-playing business, 


politics and travel of any time or landcan 
be more exciting and relevant than 
impossible heroes. 

|, and | hope most people, play role- 
games for experience and interaction 
with the milieu. For this to happen, 
player characters need to be normal 
humans who develop normal skills in 
the normal way, and advance through 
the use of their skill, wits and good for- 
tune. Rolegames allow player charac- 
ters to make mistakes, die, have acci- 
dents and to learn from them. Any true 
novel will, likewise, give an experience 
of the world it explores. 


Tim Norman, North Ascot: A lot of 
people seem to be taking their opinions 
of comics and thus the games from the 
old (dana-nana-nana-nana) Batman! 
series and film. Now let's get one thing 
straight. Batman was a (semi-cult) 
COMEDY. It exaggerated many of the 
conventions that were evident in the 
comics at the time, but the ‘Biff, Oof, 
Pow!’ routine and the ‘Holy aerial cup- 
cakes’ bit were designed to be funny, 
laughable, even silly. Comics weren't 
too much like that then, and they're cer- 
tainly not like that now. 


Dave Morris: The Heart of the Dark looks 
good — and no stats either which is an 
intriguing departure. So how about try- 
ing the same idea with a (high) fantasy 
scenario? 


Did someone mention High Fantasy? 


Dave Langford, Reading: Can it be that 
Tony Allen didn’t read my review? | ask 
this since all his comments seem to 
avoid the point: that high fantasy in a 
high style is difficult to bring off. All 
reviewing is subjective. Subjectively, | 
don't think Sceptre Mortal came off. In 
case any readers were so silly as to read 
this as a blanket condemnation of high 
fantasy, | carefully listed five of many 
authors whose efforts | thought did suc- 
ceed. Please, WD, get some subscribers 
who read the reviews properly. ... 


As the shock and heat waves from the 
Twilight 2000 argument pass gently by, 
the firestorm that is review style and 
content continues to consume the let- 
ters page. 


Stephen Muddiman, Market Rasen: | 
should like to say that | disagree totally 
with Andrew Young’s letter (WD73): a 
game is more than the rules, and a 
reviewer should give the flavour of the 
game as much as the rules system. If 
that flavour happens to be distasteful 
then | see nothing wrong with the 
reviewer saying that he, personally, 
found it so. So at least all us ‘pseudo- 
socialists’ (and real ones too) together 
with all the rest of the pinkos and com- 
mies can go and buy a game we would 
enjoy. Also, |don’t know how Mr Young 
plays these games, but | always find that 
a great deal of emotional involvementis 
necessary and vital to the making of a 

ood game. So it would be impossible 
or a reviewer to prevent his personal 
feelings interfering. | would be interested 
to see how Mr Young would enjoy a game 
entitled ‘Incest 2000’ — no matter how 
good its game system! 


LETTERS 


Naturally when pinko, commie subver- 
sives are mentioned one thinks immedi- 
ately about fanzine editors. ... 


James Wallis, Sound & Fury Magazine: 
Fanzines are not ‘boring, boring, bor- 
ing’. Because they’re not tied to a major 
games designer with a chain of shops, 
they can be objective in their reviews. If 
something stinks, they'll say so: they 
don't have to worry about losing adver- 
tising from that client. True, some fan- 
zines are hardware shops, some are no 
better than fanclub newsletters, and 
some are produced just to get into the 
hobby ‘elite’ (What hobby ‘elite’? -Ed), 
but there are one or two which try to cut 
through the mental grease and grime 
and get to the root of the problems. The 
point about fanzines is that the buyer 
can find a style he likes and stick to it. 


Rich Mumford, Harrogate: Steve 
Gilham is a prat. All fanzines are like 
SEWARS are they? Well, there you have 
it from an obvious expert in the field; 
forget your reviews because this guy is 
obviously a fandom demi-god —listen to 
him. Steve Gilham obviously hasn't 
bought a fanzine for a very long time 
because (a) he would have realised that 
the current trend is against hardware, (b) 
all the hobby elite (?—Ed) are now work- 
ing for WD, and (c) that Acolyte and 
Dragonlords have both folded. 


For readers’ information, the ‘hobby 
elite’ is an organisation that exists only 
in the imaginations of those who do not 
consider themselves members but who 
would like to be included as such. Daft, 
isn’t it?! 


James Wallis: | don’t think much of WD 
at the moment, but hopefully the new 
Marsh broom will sweep away a lot of 
the filth. 


No filth. Honest, decent, and true... . 


Mo Holkar, Southampton: | am writing 
to complain about a disturbing trend in 
recent issues of White Dwarf. |n WD74 
we have an article covering two pages 
on what is no doubt a very interesting 

ame, Superpower, the latest offering 

rom Games Workshop. \|n WD73, two 
pages on Warrior Knights, another non- 
role-playing boardgame — produced by 
Games Workshop. And in WD72 there 
were two pages on an expansion set for 
Talisman—no prizes for guessing which 
wonderful company makes that game. 
Now | know that WD is owned by GW, 
but at least in the old days you used to 
pretend to be fairly objective; at the 
moment you appear to be turning into a 
Games Workshop house mag. 

It might be hoped that with the passing 
of Livingstone this will stop, though 
frankly | doubt it; | hadn’t been at all 
impressed with lan Marsh’s rather inane 
letters page comments. 


Do you mean me? You surely do! 


Mo Holkar: On the plus side, the Tro/l- 
marsh scenario in WD74 was brilliant, 
well above usual standards. And the new 
News page is looking as though it might 
be even better than the old (pre-53) 


version. 


Close scrutiny of Terror at Trollmarsh 
revealed some interesting facts. 


Andrew Meek, Burgess Hill: The Philis- 
tines have discovered subtlety! This 
revelation is proven by the insult given 
to the great and brilliant Marillion in Ter- 
ror at Trollmarsh. | for one did not actu- 
ally want to see one of my favourite 
groups derided by the ‘complete rub- 
bish’, by the ‘infernal nuisances’ Peter 
and Janet Vialls (doubtless actually 
Viles). In future can this pair keep their 
lack of good taste to themselves? 


Letters about generic scenarios con- 
tinue to trickle in.... 


Roger Musson, Edinburgh: | think Alex 
Tingle and Mark Rogers underrate or mis- 
understand the virtues of generic 
scenarios. Firstly, | doubt that ‘plenty’ of 
books, comics or films provide easily 
adaptable scenarios. More often than 
not they hinge upon such specialised 
characters or settings that they will not 
easily fit into any pre-existing FRP cam- 
paign. And frequently they rely on 
creaky plot devices that work all right 
when the author is in sole control, but 
would never be acceptable in a FRP game. 

Secondly, it is certainly not true that a 
generic scenario is just a system 
scenario with the stats removed. A D&D 
scenario that made heavy use of clerical 
or druidical skills would never make a 
generic scenario insomuch as many FRP 
systems do not feature clerical or druidi- 
cal classes. 

Thirdly, as far as using scenarios in a 
campaign setting goes, most DMs are 
going to have to do a conversion exer- 
cise anyway — reconciling the scenario 
background with the campaign back- 
ground, and adapting the difficulty of 
the scenario according to the current 
strength of the player characters. 

Which brings me to my main point. | 
have no objection to seeing scenarios 
published in any system from D&D to 
Powers & Perils. What | would like to see 
is more scenarios that are generic in 
nature, rather than in presentation, and 
that can be easily adapted to any other 
system because they do not rely heavily 
on the mechanics of any other system. In 
particular, | should like to see an end to 
this ‘suitable for 6-8 characters level 4-7’ 
business. | want to see scenarios suita- 
ble for any characters. 


My comment that many generic scenarios 
are simply system-tied adventures with- 
out the stats was actually based on the 
fact that if a stat-less scenario was. 
strongly cleric-oriented (say), then it 
would show in the nature of the adven- 
ture. Otherwise, | think | can generally 
agree with your points. 

And for our closing letter this issue. . . 


Peter yore Basingstoke: | must say that 
e 


when people think we are devil worship- 
pers, pictures like the one on the cover of 
issue 75 can only reinforce their views. 
Itis the most disgusting thing | have ever 
seen since someone took a picture of the 
editorial team at White Dwarf. 


That was the editorial team of WD! 0 
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CRUSADERS 


Running Golden Heroes Campaigns, by Pete Tamlyn 


One of the best things about the Golden 
Heroes game is the way in which you are 
encouraged, through rules, words and 
deeds, to use the system for running 
campaign-style games rather than one- 
off scenarios. | have always been a fan of 
campaign games: my argument is that 
you can become far more familiar with 
your character, and get far more out of 
the role-playing experience, if this 
character is one that you have lived with 
over several interconnected adventures, 
rather than a playing piece that is trotted 
out for individual scenarios. Neverthe- 
less | know that there are many role- 
players who do not play in campaigns, 
and even some who are so horrified by 
the amount of work that seems to be 
involved that they do not believe that 
anyone would be so daft as to actually 
run one. Fear not, it is not as hard as it 
might seem, and since Go/den Heroes 
puts so much effort into persuading you 
to play campaigns, what better system 
to choose to explain how to go about it. 

The essence of a campaign-style 
game is that the players keep the same 
characters for each adventure, and that 
the game master links things together 
by using the same world and providing 
a time frame for the adventures. The 
overall effect is something like a long- 
running TV series. Some campaigns end 
up rather like The A-Team where each 
adventure (episode) is complete in itself 
and nothing much is known about what 
happens in between. The better ones, 
however, are closer to Dynasty or Dallas 
in that each episode is also part of acon- 
tinuing story. One of the things about 
soaps that makes them so addictive is 
that there are always several storylines 
going on at once, and there is no obvi- 
ous end. Of course you cannot model 
role-playing campaigns directly on 
soaps because you want each adventure 
to come to some sort of conclusion at 
the end of a playing session, rather than 
stop just as things get exciting as a TV 
programme would. However, if you link 
things together by involving the players 
in things other than adventuring, and 
you try to leave a few loose ends hang- 
ing at the end of each scenario, then you 
will find that the players role-play much 
better and keep coming back to find out 
what happens next. Probably the best 
analogy is the style of comic-writin 
pioneered by Stan Lee at Marvel, which 
makes Superhero rolegames ideal for 
campaigns. 


Life, The Universe and Everything 
One of the most important things that 


Stan did with Marvel was to have all of 
the comics set in an identifiable Marvel 
Universe. This gave a consistent 
background to the stories, and a sense 
that something was happening in the 
world outside the narrow confines of an 
individual story in a comic. Also, he 
based that universe on contemporary 
America. Most readers find this a lot 
easier to relate to than a completely 
imaginary universe, and it also means 
that the writers can use real world 
events as well as events in other comics 
to increase the sense of depth that the 
stories have. Finally Stan used the soap 
opera idea of the continuing narrative — 
what happened in yesterday's story will 
affect what happens in subsequent 
ones. Marvel's main rivals, DC, used to 
pay much less attention to such things 
as consistency and continuity, which is 
one of the major reasons that Marvel 
overtook them in popularity. 

Our Golden Heroes campaign should 
take a leaf or two out of Marvel's book, 
and our first requirement is, therefore, to 
create a Golden Heroes Universe. You 
could, if you wanted, simply use the 
Marvel or DC worlds (though you might 
be advised to wait until DC finish 
rationalising their hugely complicated 
universe before using it). However, 
there are other games available or on 
the way that already do that, so the 
material that you will find in the Golden 
Heroes game and any accessory packs 
will be for GH’s own world. Besides, 
Marvel and DC stories are based largely 
in America whereas GHis a British game 
designed by British people and played, 
at least in the short term, largely by 
British players. One of the nice things 
about Superhero games is that you can 
set them in the real world in modern 
times, and that does away with a large 
amount of the work needed to design 
and detail your campaign world. OK, so 
you might have one or two players who 
want to play The Batsman and live in 
Botham City, but my advice is thatif you 
live in Britain, set the game in Britain. 


Integrating the Heroes 

Having got a basis for our campaign 
world (and from here on! will be assum- 
ing that the campaign is to be set in Bri- 
tain) next we have to think how the pre- 
sence of superpowered characters will 
affect it, and what changes we intend to 
make. In other games it is often advisable 
to deviate from your source of inspira- 
tion because of the danger imposed by 
players who might know more about the 
world than you do. (Imagine trying to 
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run a Middle-earth game with players 
who know Tolkien inside out!) However, 
with a game set in your own country in 
modern times, chances are you will 
know just as much about it as anyone 
else, or at least can get the information 
very easily. In my Golden Heroes cam- 
paign | have stuck as closely as possible 
to contemporary Britain, making 
changes due to the existence of super- 
powered characters only where neces- 
sary, and advancing the date by a year to 
avoid having my plots tied too closely to 
actual news stories. 

Using a contemporary society in this 
way gives you a huge amount of 
background material to work with, and 
presents vast numbers of possibilities 
for developing plotlines. You don't need 
to agonise about who isin charge of the 
country and what their policies will be; 
you just have to imagine what Margaret 
Thatcher and Douglas Hurd would make 
of Superheroes. And you have a huge 
supporting cast of public figures to use. 
For example, in my game one of the 
heroes was invited to appear on the 
Terry Wogan show! 

In addition to this you can bring ina 
few characters from fictional material 
set in the same society. No streetwise 
London hero worth his salt can get away 
without knowing Arthur Daley; and it 
may well provide a good deal of amuse- 
ment during a game to have the players 
find out that the building the villains 
have just levelled was in fact the Cross- 
roads Motel. If you are really keen onthe 
science fiction aspect of Golden Heroes 
then your players would doubtless be 
well advised not to change into costume 
in any police telephone boxes. 

Still, that’s enough of the good ideas 
for the moment, (after all, my players 
could be reading this). Some changes 
have to be made and we need to con- 
sider what they might be. The most obvi- 
ous one is the question jf ehh 
relations with the heroes. There are 
already two official organisations, DICE 
and SOLO, which liaise between the 
authorities and superpowered charac- 
ters but it is quite likely that the govern- 
ment will want to have its own super- 
team. Masked crimefighters are all very 
well, but a governmentis just as likely to 
want superpowered secret service 
agers Where do MI5 and MI6fit into all 
this 

Another question to. consider is how 
the government attempts to deal with 
superpowered crime. DICE has presum- 
ably been set up to try to deal with this 
sort of thing, but what do they do with 


the villains once they have caught them? 
Is there a special maximum security 
wing at Dartmoor, or has a new prison 
been built somewhere in the highlands 
of Scotland? Are there any new laws that 
might be passed to deal with the 
activities of superpowered beings, and 
do insurance companies pay up if your 
home is wrecked by an exchange of 
energy bolts? If aliens really do visit the 
Earth, does the government admit to the 
existence of UFOs and, if so, what do 
they claim to be doing about it? 


Villainous Behavior 

On the subject of villains we need to con- 
sider how criminals who are currently 
newsworthy would be affected by 
superpowered aid. WhatiftheIRAhad a 
superpowered ally? Do the Russians use 
superpowered spies? Could the Libyans 
pay supervillains to commit acts of ter- 
rorism on their behalf? If you want to use 
familiar bad guys then you will have to 
beef them up a bit or the players will find 
them far too easy to beat. 

Finally we need to consider where the 
supplies of high tech equipment used by 
superpowered people come from. It 
would, | think, be quite possible to use 
existing multinational companies such 
as /BM but such organsisations tend to 
be rather dull and boring. A more enter- 
taining game would probably result 
from having most of the player involve- 
ment with smaller, highly innovative 
companies run by colourful characters 
like Sir Clive Sinclair. If there were 


Superheroes about I'm sure that Sir 
Clive would be first in the field with cut- 
price build-it-yourself cybernetic com- 
bat armour! Using small companies like 
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this has the added advantage that they 
are prone to running into financial dif- 

ficulties which you can turn into a plot 

ideas by having them fall foul of a rich 

international crime syndicate. 


Making Waves 
Having got a world to set our campaign 
in we next need to look at ways of 
developing plotlines for adventures. As 
| explained earlier, a campaign will work 
best if each individual scenario seems to 
be part of a continuing narrative. As the 
lives of the player characters progress 
they may pick up on the early warning 
signs as long term plots begin to unfold, 
and they will certainly suffer the con- 
sequences of their earlier actions. Pre- 
senting a campaign in this manner 
rather than as a series of unconnected 
encounters does require a certain 
amount of planning and record keeping, 
but the results can be well worth it. 
Fortunately Golden Heroes provides 
several useful features which aid in the 
generation of long term plots. The most 
obvious of these is the rationale which 
players are required to write when they 
generate their characters. In producing 
a rationale a player will almost certainly 
give you several ideas for future adven- 
tures, by writing into it people his 
character has met, comments about his 
personality, and so on. In effect, each 
character comes complete with his own 
microcosm of background that can grow 
and develop with him as the campaign 
progresses. | find it useful to go through 
a similar rationale generation process 
for every villain that | invent, as the need 
to explain the character's origin often 
supplies sufficient inspiration for me to 
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generate new plot ideas, as well as 
meaning that the bad guy is a much 
more rounded and believable character 
when he finally gets into play. 

Another helpful facet of the Go/den 
Heroes game |s that the scenarios avail- 
able for it are produced with campaign 
style a mind. Some common 
threads (DICE, for example) crop up regu- 
larly, and you will find advice in the 
scenario booklet not only on how to run 
the adventure in question, but also how 
to adapt it to your own campaign and 
what future events may arise from what 
happens during play. Legacy of Eagles 
is additionally helpful in that it was delib- 
erately designed to help a group of 
players just starting out as a super-team. 

Building on what happens during 
scenarios that you run is an important 
part of creating a successful campaign. 
It may seem a bit of a drag at the time, 
but making a few notes as play progres- 
ses as to which NPCs got on very well or 
very badly with which players can help a 
lot with maintaining an air of consis- 
tency. With the whole game to run it is 
easy to forget that player A and villain X 
loathed each other on sight, but you can 
be sure that A will remember X and the 
game will seem a lot more believable to 
him if X also remembers their enmity 
and reacts accordingly next time they 
meet. 

In addition a long-term plot can quite 
often grow spontaneously simply as a 
result of following up the ibe Semcon of 
what happens during play. Suppose 
grateful aliens present the planet Earth 
with a beautiful crystal as a result of the 
help your players give them. Obviously 
the crystal will be put on display, and 
inevitably someone will try to steal it. In 
fleeing the pursuing heroes the villain 
could perhaps wits 3 the crystal into 
impenetrable jungle where it is found by 
a lost civilisation ruled over by magician- 
priests. Before the players manage to 
recover the crystal the priests discover it 
has magical properties. They use these 
to attack beings in another dimension 
who, naturally, decide to attack Earth in 
order to destroy the crystal. And so on. 
Try to keep your options open by ensur- 
ing that there are always a few loose 
threads at the end of each adventure. 


The Plot Thickens 

Something else that you should do for 
each scenario you run is build on the 
background that you supply for it. Per- 
haps you do this anyway for scenarios 
you write yourself, but commercially 
produced material may not have room 
to cover erornng in depth. For 
example, Legacy of Eagles introduces 
the long lost EAGLEs team of Golden 
Heroes who were active in the 1950s and 
60s. The scenario booklet suggests a 
possible line-up for the EAGLEs but 
gives very little detail about any of them 
except Protector and Micron (who figure 
inthe scenario). When! ran Legacy in my 
own campaign | not only invented my 
own EAGLEs team but also wrote up 
some of their history (throwing in a few . 
asides, such as mentioning how mu 
Harold Wilson loved having his ares 
taken with them, in order to add a bi 
more colour). | had other members of 
the team survive (or at least suggested 
that they might have done), one of’ 


whom has since joined the players’ 
team. This gives me a moderately pow- 
erful and experienced NPC that! can use 
to help the players when they are stuck. 

Of course, if you are going to be using 
long-term plots in your campaign then it 
will be necessary for you to plan ahead, 
Fortunately the ‘good shall triumph’ 
ethos of the genre means that you can 
rely much more on knowing the out- 
come of the scenarios in advance. The 
details will be more difficult to predict, 
but you should have a good idea of where 
the player characters will be and when. 
With the aid of a desk diary (try looking 
around for one in midsummer when 
places like W H Smith are often selling 
the current year’s diaries off at ridicul- 
ous prices) you should be able to plan 
out the various plotlines a few months of 
game time in advance. Knowing which 
scenarios will be coming up you can 
then turn them into long term plots by 
inserting references to them in current 
adventures. Prestige scientific projects 
can be mentioned in news broadcasts 
whilst they are under development; 
mercenary supervillains can be sprung 
from jail a few weeks before they are 
required by the criminal mastermind; 
vital components for a mad genius’s 
latest device can be stolen; street con- 
tacts can pass on rumours, and so on. 
Dropping clues concerning forthcoming 
scenarios like this has the added advan- 
tages that it makes both current and 
future scenarios more challenging for 
the players because they have to sort out 
which of the clues they get are im- 
mediately relevant, and have to 
remember information from one gam- 
ing session to the next. 
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That Was The Week That Was 

One final trick that is well worth using 
because it does so much to generate 
atmosphere for your campaign is to run 
a campaign newsletter. The activities of 
various Superheroes will inevitably be 
splashed across the front pages of the 
daily press, and the heroes will be dog- 
ged by photographers and camera 
crews whenever they appear in public. 
Issuing a regular newsletter full of 
excerpts from papers and TV reports 
concerning the activities of your players 
will make them much more aware of the 
world in which they live, and of their 
responsibilities to the general public. It 
also gives you a chance to have a lot of 
fun writing pastiches of the national 
newspapers. As an example, | will cite a 
few extracts from the newsletter of my 
own campaign. 

To begin with the players were totally 
unknown, but one of them elected to do 
a lot of patrolling and therefore came to 
the attention of the press very quickly. | 
thought that the Sun would be the first 
paper to realise the potential of the Gol- 
den Heroes, and would quickly adopt the 
character in its usual, bombastic style: 


‘She's atit again! Yes, it’s that girl again. 
The Soaraway Sun's own superheroine, 
Virago, has foiled another daring rob- 
bery. This time a million pound jewellery 
snatch in sparkling Hatton Garden. Our 
reporters were quickly on the scene and 
managed to snatch these close-up pic- 
tures of the lovely lady. We even man- 
aged to snatch a few words with her 
before she slipped away to continue her 
fight against crime. And do you know 
what? She even made her own costume. 
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What a gal!’ 


The Daily Telegraph would probably 
hedge its bets to begin with. Happy to 
have someone fighting crime but wary 
of endorsing mutants or aliens, it would 
keep a close eye on what the govern- 
ment was saying, using the opportunity 
to score a few political points as well: 


‘Prime Minister's Question Time yester- 
day was given over largely to questions 
from both sides of the House on the sub- 
ject of superpowered vigilantes, For the 
opposition Barry Sproat MP asked 
whether the Prime Minister, having de- 
stroyed most other national institutions, 
now intended to privatise the Police Force 
and put the safety of Britain’s citizens in 
the hands of whatever bizarrely cos- 
tumed individuals ‘the market’ might 
throw up. Mrs Thatcher countered that 
the power of Citizen’s Arrest had long 
been an important part of our legal trad- 
itions and that she saw no need to scrap 
the system just because some enterpris- 
ing people were actually exercising their 
power. From the Government benches 
the Honourable Michael Harman MP 
inquired whether the Prime Minister has 
any plans to reform the EAGLEs 
Superhero team which had been so suc- 
cessful in the 50s and 60s. Somewhat to 
the dismay of the wetter end of the Tory 
benches, Mrs Thatcher commented that, 
whilst a lot of what Mr Macmillan’s gov- 
ernment had done was very well inten- 
tioned, she felt that many of its achieve- 
ments could have been brought about 
much more cheaply by use of market 
forces. Dr David Owen also attempted to 
contribute to the debate but his com- 
ments were lost amidst cries of derision 
from both sides of the House.’ 


The Guardian, | thought, would be wor- 
ried about the effect of Golden Heroes 
on civil liberties, and its reports would be 
punctuated with the usual typesetting 
errors: 


‘Concern over the growing number of 
superpowered individuals in Britain 
mounted yesterday after the morning's 
pitched battle between the army, a 
group of costumed vigilantes and a mys- 
terious, armoured a mysterious, 
armoured figure in central London. The 
National Council for Civil Liberties is to 
press the Government to take urgent 
action to pass legislation to protect ordi- 
nary citizens from the dangers that such 
paranormal beings pose. At present 
both the Goverment and DICE, the EEC- 
funded anti-terrorist paramilitary group, 
are refusing to comment on either yes- 
terday’s battle, the mysterious kidnap 
and rescue of Italian actress, Lola 
Novana, 28, or the large number of 
reported sightings of a UFO near 
Guildford yesterday evening.’ 


That should be enough to give you the 
flavour of a newsletter. With any luck 
you will soon find your players vying for 
the best press coverage. After all, we all 
like to see our names in the papers, don't 
we? 


Pete Tamlyn is the author of Games 
Workshop’s /atest Golden Heroes 
adventure pack, The Lancelot Caper. 
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CASTILE IN THE WIND 


An AD&D scenario for 5th-8th level characters, by Venetia Lee, with Paul Stamforth 


A sky castle —a magical impossi- 
bility —is adrift in the wind. Its 
gardens are slowly withering, 
the hippogriffs grow restive, and 
the Queen calls for fires to be lit 
when none have been needed 
before. The first battle has been 
fought for possession of this 
wonder, and the adversary 
forced to flee, but not defeated — 
for he stole that which was with- 
out price. The Queen searches 
her mirrors for a champion but 
time is short — a common adver- 
sary is already making plans. 


BACKGROUND 

Geography 

The scenario is set in the land of Chyoxus 
(Map 1). The adventure begins on the cara- 
van road in the Southern desert, above which 
the Sky Castle is drifting. The search follows 
this road to the pre-desert where alittle scrub 
vegetation grows, and nomads wonder with 
flocks of sheep and camels. Nearer still to the 
mountains there are cultivated fields, and 
lines of vertical shafts mark the passage of 
underground canals, Finally the search leads 
to the oasis town of Marutash and an army 
camp in the nearby foothills. The curious flat- 
topped Mount Chyoxus dominates the sur- 
rounding scenery. 


Culture 

The cultural setting is Persian in a broad 
sense. It corresponds to no particular time or 
place but is decidedly pre-Islamic (indeed, 
they have not yet even mastered the art of 
dome building). The land is rich but its hold 
on wealth is precarious, and depends mainly 
on the fragile irrigation system and the fluctua- 
tion¢ of international trade. Hence the bureau- 
cracy is all powerful, and efficient — even 
when corrupt. It has survived changes of rul- 
ers — and even changes of dynasty — intact. 

Women are excluded from much of public 
life, but are not without influence. Those of 
the upper classes are hedged about with 
restrictions: they are almost unable to speak 
to any man outside the family, although they 
are not forced into complete seclusion. 
Female player characters of more liberal cul- 
tures are not expected to follow the same cus- 
toms providing they remain modest, and, 
indeed, may have the best of both worlds, 
since they may speak to everyone. 

Finally this is a culture without inns. On the 
road and in towns hostels are maintained for 
all travellers, but these have no staff and no 
luxuries. For long visits people would stay in 
the private houses of friends and acquain- 
tances, providing most of their own meals but 
paying nothing since reciprocity is expected. 
Major towns are cosmopolitan so foreigners 
would be able to find a welcome with their 
compatriots, who could also provide advice 
and information about their adopted land. 


INDUCTION 

About 100 yards from the road is a large pavil- 
ion in striped vermilion and gold. The tent-fly 
is open to reveal silk covered couches and a 
table beyond. If anyone approaches the pavil- 
ion a female djinni appears with a clap of 


thunder. She utters a welcome in the name of 
her master and bids them observe the magic 
of the pavilion. At one whispered word the 
flap shuts and cannot be opened, nor cana 
knife penetrate the fabric; at another the 
whole structure folds into a tiny sphere. 
Inside the temperature is pleasantly cool, 
and, at another word, ewers of fruit juice and 
baskets of bread appear. 

‘This can belong to you if you undertake a 
task for my master,’ she states. 

If interest is shown the djinni gives a signal 
and some twenty hippogriffs and riders 
become visible as they come in to land. She 
announces them as King Smerdis and his 
retinue. A meeting will be convened in the 
pavilion. After polite preliminaries, Smerdis 
explains that he has recently become the vic- 
tim of a very clever burglar; a burglar who 
escaped on a stolen hippogriff, carrying both 
a gem of great price and his daughter. He 
desires the capture, alive, of the thief, and the 
return, unharmed, of the gem, his daughter, 
and the hippogriff. For attempting this service 
he offers the pavilion (command words to be 
given on return and report, including the one 
causing it to self-destruct). For the return of 
the gem, the thief, and the girl, he offers the 
characters’ weight in gold for each one. The 
safe return of the hippogriff will be rewarded 
with its weight in gold. The same weight in 
silver will be paid for information which leads 
to their return. Since it is foolish to argue with 
kings, and it is a royal command, the charac- 
ters are advised to accept! 

Once the task is accepted, more informa- 
tion will be revealed. Smerdis explains that 
the thief was able to turn their own defences 
against them so pursuit was impossible. 
However, they have a good idea of his route, 
and know that he headed for the trade town 
of Marutash, the only sizeable settlement in 
that direction. He then adds some more—un- 
substantiated — evidence: a slave claims to 
have heard the burglar summon the hippogriff 
—on which his daughter was riding — with a 
strange call. 

Smerdis is in a difficult position: his dwel- 
ling is a Sky Castle constructed by his royal 
ancestors, the Assurids, and the gem pro- 
vides both its motive force and its defences. 
As it drifts helplessly, he is unwilling to say 
anything about it, and thus will not say where 
he comes from nor why he does not recover 
the gem himself. 

Finally a rendezvous is arranged; the charac- 
ters are instructed simply to show them- 
selves and wait. 


THE ASSURID DYNASTY AND THE 
SKY CASTLE 

The first thing that occurs to anyone seeing 
the Sky Castle for the first time is ‘How in the 
Nine Hells does it stay up there?’ The answer 
is clearly ‘By magic’, but surely not by mere 
human sorcery. The castle, set in elegant per 
dens, is atop a huge mass of floating rock. 
This rock was once the summit of mountain, 
the tallest in the land, and a natura! nexus 
with the Elemental Plane of Air. Hence, on the 
Prime Material Plane, it was far lighter than 
any rock has a right to be and on the Aerial 
Plane it formed an accumulation of mass. The 
first creatures to make use of the phenomena 
were djinn. They quarried out a chamber in 
the rock and used the stone to build the 
palace on what corresponded to the under- 
side of the phased area. The chamber thus 
formed filled with air, and was of sufficient 
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size to create a gate between the planes. 

Meanwhile, Assurus | — Great King and 
Magician — on account of the height of the 
mountain had chosen it as the site of a great 
work. He had eight towers constructed upon 
it which overlooked the caravan route. As 
well as forming a constant reminder of his 
power to anyone passing beneath, they hada 
practical purpose — the windows were en- 
chanted for scrying. By their use he then dis- 
covered the djinn palace and made contact. 

Assurus obtained their assistance in a pro- 
ject to bring warm air from the Aerial Plane to 
soften the harsh climate on the mountain top 
and form a shield which flying creatures 
could not penetrate. He then conceived an 
even more ambitious project. This time he 
promised the djinn that as well as sharing the 
fruits of their labour he would allow them the 
use of the scrying windows. However, he was 
deceitful from the first. As far as the djinn 
knew they were assisting in the manufacture 
of an artifact — a gem which would call winds 
from the Elemental Plane of Air for the benefit 
of both parties. It would provide a further 
defence against aerial creatures and, for the 
Prime Material Plane, a better means of 
weather control, summoning warm or cool 
breezes so that a new residential palace could 
be built and surrounded by perpetual summer. 

Assurus’s true plans were more far-reach- 
ing. He had devised a method of splitting the 
phased rock from the mountain (leaving a 
sliver on which the air palace could rest), and 
intended to use the summoned winds to pro- 
vide motive power so that it could fly. Know- 
ing that this would not please the djinn he 
prudently persuaded them to agree to an oath 
of mutual non-aggression, so long as the gem 
remained in the gate chamber. 

When the castle rock left on its maiden 
flight the djinn were furious. The gem was vir- 
tually useless to them when its location no 
longer corresponded to their territory, and 
the removal of most of the phased rock left 
their castle unanchored, so that it required 
much effort to keep it stable. To placate them 
Assurus agreed to supply human servants 
(he sent slaves), which djinn prize, as they so 
often find themselves in the reverse position. 

In time the djinn became resigned to the 
periodic disturbances caused § the castle's 
wanderings. These were after all restricted by 
the supply problem caused by being away 
from its normal sources. The Assurid dynasty 
continued to prosper; the flying castle deter- 
red their enemies and cowed the popwace, 
although always more a symbol than an 
instrument of power. Their eventual eclipse 
came as much as a result of internal dissent 
as foreign invasion. Civil war led to some half 
of the royal family fleeing in the Sky Castle 
whilst the other half failed to prevent an incur- 
sion by desert nomads. The split led to a loss 
of knowledge. In the Sky Castle no one was 
left alive who understood how to use the full 
powers of the gem; to support themselves 
they turned to banditry. Those who had fled 
became wanderers, and the nomads took over 
the bureaucracy to become rulers of Chyoxus. 

Some one hundred years later the scenario 
begins. The nomad rulers themselves have 
all but lost control of the land, and an Assurid 
Prince, Shirvan, has formed a rebel army with 
which he has retaken one-third of the country. 
He was not entirely alone in this; he had the 
backing of powerful relatives: his mother, 
whose high birth has kept him from obscur- 
ity; her brother, a fire priest, and, most impor- 


tant of all, his father-in-law, Pharnabazus, 
who has troops to twice the number of the 
rebels. 


PRELUDE 

The ‘burglar’ was that same Assurid prince 
who is os Chyoxus. He has inher- 
ited his great-grandfather’s notes on the pow- 
ers of the gem, and investigation of rumour 
and legend convinced him that the Sky Castle 
still existed, although its full powers were not 
being used. With the most difficult part of his 
campaign to come (the long desert march to 
East Chyoxus), he felt it time to regain at least 
some control of the Sky Castle and its treasury. 

Shirvan was unsure of his precise aims: to 
take over seemed good; to come to some 
arrangement of mutual benefit more likely, 
but he went alone so that he could achieve 
either of them bloodlessly. He hoped to 
attune himself to the gem, bringing its forgot- 
ten powers under control, before makin 
himself known to his relatives and opening 
negotiations. 

hings did not go as planned. He slipped 
into the castle unseen through a disused sec- 
ret passage, and had begun attuning himself 
to the gem when he was discovered. His rela- 
tives did not prove as reasonable as he had 
hoped, being disinclined to listen, let alone 
talk, so escape became his first priority. He 
had taken the initial precaution of creating a 
zone of turbulence (see later), awaiting only 
his command to activate. As he broke through 
the door he snatched the gem and headed for 
the surface via the main vent (a feat only pos- 
sible with the gem in his possession). Here he 
had another ace to play — his knowledge of 
hippogriff language. He called one of the 
castle's beasts, identifying himself as its 
ancestral master. However, there was a prob- 
lem: the beast already had a rider, the beauti- 
ful Princess Daria. Pursuit was too close to 
allow her to dismount, he was not the kind of 
person to throw her off once they were in the 
air, so, perforce, he stole girl as well as gem 
and hippogriff. 

The zone of turbulence prevented further 
pursuit but as they flew they were watched in 
the Scrying Windows. However, in his unsha- 
ven state and desert clothes Shirvan looked 
more bandit than prince and war leader. 

The hippogriff could only fly at night, and 


—— Marutash 


in the long daylight hours Shirvan and Daria 


fell in love. He would have married her 
straightaway but, although polygamy is the 
custom, to wed someone of Daria’s rank so 
soon after marriage to his first wife would be 
an insult to her and her father — which could 
have cost two-thirds of his army. Therefore 
he resolved to conceal Daria‘s existence until 
such time as it becomes politic to make it 
known. 

Meanwhile the castle-dwellers were in 
trouble: they could no longer heat nor navi- 
gate their palace. Moreover, it was steadily 
drifting back toward Mount Chyoxus. The 
leaders, unsure what would happen next, 
were unwilling to hunt the thief themselves, 
and therefore hunted for a champion in the 
windows of scrying. 


Navrish/Prince Shirvan Assurid: AC5 or 2; 
LVL13; HP64; Thief; Human; NG; STR: 17; 
INT: 13; WIS: 12; CON: 16; DEX: 16; CHA: 16. 
Scimitar +2, +4 vs Aerial Creatures; Elfin 
Chain +2; Leather +3; Alekhine’s Box. The 
latter is a magic item in two parts, which 
works in a way similar to Leomund’s secret 
chest but is activated by a command word 
and holds only 1 cubic foot of matter. He has 
used a wish to obtain the ability to cast knock 
at will, three times a day. 


Everyone says Shirvan’s royal descent shows 
in every line of his bearing. He is handsome, 
bold and noble, just like a king out of legend. 
Prince Shirvan is direct heir to the throne of 
the Assurids. He was born in exile of an 
ambitious mother (herself an Assurid) and a 
father more interested in dancing girls than 
regaining his kingdom. The frustrations of 
ancient lineage coupled with powerlessness 
led to the estrangement of father and son, 
and Shirvan took himself off, incognito, back 
to the land he claimed. 

During the next ten years he established 
himself as a bandit chieftain, after careers as 
burglar and a smuggler. His reputation 
eal, bos populace was not bad, but to the 
rulers he was ascourge. Navrish, the name he 
had taken, was known as one who preyed most 
on the foreign governors and their minions, 
but treated captives fairly and never killed 
without cause. 

On his father’s death Shirvan returned from 
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voluntary exile, and with his mother made 
plans to retake Chyoxus. She advised his 
advantageous marriage, and with the experi- 
ence he had of Chyoxus and his uncle’s back- 
ing he raised his army. He does not love his 
wife, Pausania, but respects her, not least 
because she has already given birth to his son. 

He has placed the gem in his Alekhine’s 
ree which only he knows the command 
word. 


THE INFORMATION TRAIL 

No positive sightings of thief, hippogriff, gem 
or girl are to be found before the town of 
Marutash. 


Marutash (Map 2) 
Marutash is a town of green trees and blue 
waters, a place of restful gardens and enter- 
tainment. Before succumbing to its luxuries, 
the weary traveller from the desert must first 
deal with the customs post, set against the 
delightful background of the shanty town. 
Once duties are paid on gems, silks, gold, 
spices (and anything else a poor trader might 
wish to earn an honest penny from), a horde 
of small boys appear from the noisome huts. 
They clamour to be your guide to the 
teahouses and the bazaar, hold your camels 
while you visit the temple, find a nice girl, take 
a message to your friends or simply beg for 
money. The best thing at this point is to 
accept the services of one and giveas the first 
instruction the order to get rid of all the rest! 
Although the teahouses offer enticing 
refreshments, most travellers will set these 
aside for the more pressing necessity of the 
bathhouse. As is usual in this part of the world 
bathing is communal, although the sexes are 
segregated. Unless the baths are ve 
crowded, there are ample opportunities for 
private conversation. Hence the more south- 
erly of Marutash’s two bathhouses is well 
known as little more than a house of ill repute 
(although business is at least conducted dis- 
creetly), and the northerly, while more 
respectable on the surface, provides an intro- 
duction service for merchants wishing to 
ae customs officers out of their affairs. 

e travellers, once clean, may still be 
tempted by the teahouses but good sense 
dictates that lodgings be arranged. To avoid 
the discomfort of the public hostel they can 


send one of the ubiquitous beggar children 
with messages for merchant acquaintances 
in the town, and, although one might have no 
room and another may be away, someone is 
sure to make them welcome. The houses of 
the merchants are comfortable, verging on 
the luxurious, being set in their own walled 
gardens. 

If the traveller has goods to sell (and why 
else travel?) duty requires that the next stop 
be the bazaar but most would, at this point, let 
duty go hang and give in to the siren call of 
the teahouses. Here they can relax in serious 
talk (well, gossip and tall tales), dice, and 
cardplay. Should they wish for anything 
stronger than tea one of the urchins may 
know a place, but it will be expensive and 
insalubrious — better to trust to the good 
offices of their host. 

The bazaar is cosmopolitan and chaotic, 
with everyone trying to sell at profit to 
everyone else. Although Marutash is a small 
place the procession of travellers ensures a 
huge variety of goods on sale. And from the 
bazaar, across the public garden, may be 
seen one more essential place on the travel- 
lers’ itinery, one that cannot be neglected — 
the Temple of Fire, where they can give 
thanks for a safe journey. 

The most important person in Marutash is 
the magistrate. He is the voice of the law and 
commands the customs officers and the town 
militia. In practice almost all of the town’s 
officers take bribes, if they are not already 
totally corrupt. The magistrate is no excep- 
tion, turning a blind eye to the extra money 
made at customs, providing he gets his share, 
and giving judgement in law suits according 
to the size of bribe he receives from each side. 
The one point in his favour is that he has main- 
tained the irrigation system in good condition. 

The least important people might appear to 
be the beggars, including both urchins and 
immobile cripples on street corners. How- 
ever, aside from the genuine cases of 
hardship, many capitalise upon — and some 
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even invent-—their afflictions. In so doing they 
make more money in a day than a labourer 
can in a week. These earnings may be 
supplemented with a little thieving, but this 
risks severe physical penalties, and so most 
content themselves with selling information 
and running dubious errands. Naturally such 
a lucrative business is not without control — 
the self designated ‘king of beggars’, Mitran 
One Eye, employs a number of thugs to 
ensure that he takes a tithe of everyone’s 
earnings. 

When the PCs arrive in Marutash, armed 
with a picture of the thief, there is plenty of 
relevant information for them to discover — if 
they ask in the right places. This information 
follows in the order that makes most sense, 
though this may not be the order in which it is 
obtained. 


The Leads 

1. Enquiries among the beggars will quickly 
turn up an eye witness to the landing of a 
hippogriff. He will describe how two people 
slipped from its back and walked toward the 
merchants’ quarter. He is not telling the 
whole truth. The inaccuracies in his story 
come to light when he claims the beast reared 
and struck its hoofs on the ground—hippogriffs 
have bird's-feet at the front! When pressed to 
tell the truth he will admit to covering for his 
friend, ‘blind’ Hassan, who doesn't like to 
admit that he can see. This second beggar did 
see Shirvan and Daria. He can add the detail 
that the smaller, female figure was tenderly 
supported by the man, and seemed under no 
duress. 


2. If the portrait is shown around the bazaar 
there is a 5% chance per day of someone iden- 
tifying it as the bandit Navrish, but only a 1% 
chance that they have actually seen him. If 
shown around the beggars there is a 25% 
chance per day that it will be recognised by 
one Shamid. 

Shamid lies a lot. The truth is that he and 
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Navrish were once associates in diamond 
smuggling. He attempted to cheat his part- 
ner, was robbed of everything as a result, and 
became a wandering beggar. He will attempt 
to make himself out to be the injured, inno- 
cent party but his story does not hold 
together. 

hamid can give leads on three diamond 
smugglers—Aban, Badghis and Cyrus —all of 
whom are possible contacts of the bandit 
Navrish, None have any current dealings with 
him. Aban has retired, and if the other two 
find out they are being investigated they will 
send out their ‘boys’ to deliver a little warning. 


3. Attempts to find Navrish in the kind of dubi- 
ous dives one expects to find a bandit will end 
in failure. Bazaar and teahouse gossip tends 
to give him a good press, on account of his 
fairness, noticeable lack of wanton cruelty, 
and concentration on the former rulers. Since 
his band has continued its activities in the 
east, now actively recruiting rebels, his 
absence had not been noticed. 


Atthis point the players may decide to switch 
the subject of their search to Daria. There are 
various indications that a strange woman has 
come into a household. Give players only the 
names of merchants whose behaviour is sus- 
picious; the truth behind the rumours will 
require further investigations, such as follow- 
ing them or bribing their servants. 


4. In the women’s bathhouse the jealousy a 
wife feels when a new rival comes into the 
household is a favourite topic. The following 
merchants’ wives have recently had cause to 
complain: Dahak, who has brought a pretty 
new slave into the household; Badghis who 
has taken in the daughter of a cousin and is 
genuinely trying to find her a suitable hus- 
band; and Eudoxus, who claims to have given 
safe haven to his nephew's widowed wife—he 
died in the war and she is in seclusion poor 
girl — but is in fact harbouring Daria. 
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5. Daria had no more than the clothes she 
stood up in when she went missing, and the 
following merchants have been noticed in the 
bazaar spending lavishly on women’s clothes, 
cosmetics and jewellery: Eudoxus, naturally; 
Aban whois placating his righteously jealous 
wife; and Cyrus, who has a new mistress. 


6. There is a 5% chance per day that an inno- 
cent stranger appears to closely resemble the 
portrait. 


7. Zazaz, attendant in the northern bathhouse, 
is a person who knows everything and will 
sell anything that does not compromise him- 
self. The players should be given a strong hint 
of this. He is active as a middleman in the sel- 
ling of smuggled diamonds. His main contact 
is Mamush, a customs officer, whom he had 
instructions to inform if anyone enquires 
after a hippogriff, a git! or aman resembling 
Navrish. There is a 25% chance each time that 
he will hear of any enquiries made in the 
men’s side of the bathhouse, 5% in the 
women's side, the bazaar or teahouses, and 
10% if made of the beggars. 


Mamush: AC6; LVL8; HP41; Assassin; STR: 
14; INT: 13; WIS: 12; CON: 15; DEX: 16; CHA: 
8. +2 Scimitar, shortbow. 


Mamush is employed as a customs investiga- 
tor by the bureaucracy, usually working 
undercover. He does his job well, for the most 
part, but for a number of years has been in the 
pay of the smu ger, Eudoxus (and thus, indi- 
rectly, Shirvan) if he places a report implicat- 
ing the PCsin ernugoring it will be acted upon 
without question. Any such report will allow 
for the possibility of retraction without 
embarrassment to Mamush. 


Other information may be obtained which is 
not of obvious relevance to the players. 


8. The women in the bathhouse know a great 
deal about the private life of Prince Shirvan 
(for example, that his wife is ambitious, very 
jealous and rather ruthless). There is a 20% 
chance per day that someone will have picked 
up the rumour that she is displeased about 
his failure to properly account for his recent 
movements (since he has been dividing his 
time between the army and the conquered 
province—few others have realised that there 
is anything to explain). If this story is told 
there is an additional 20% chance that some- 
one will know of his previous ten-year-long 
absence. 


9. Two stories shed some light on the morals 
of the people of the Sky Castle: 

Faruz, a merchant, had six adventurers as 
his guests a year ago. They showed him a 
roc’s egg which they claimed they were to 
take to a mysterious patron. However, they 
needed to borrow money for the purchase of 
camels, which would be repaid when they 
received their reward. Faruz believed them 
and made the loan. He has not seen them 
since and warns others than even the sons of 
their father’s friends may cheat them. 

Khetash, a rather disreputable mercenary, 
shared a roadside hostel with six travellers. 
He was woken when they crept out in the 
night. Intrigued he followed them into the 
desert. He hid behind a rock just in time to 
avoid discovery as a number of hippogriffs 
and riders appeared from nowhere. After a 
short discussion the travellers mounted 
behind the riders and they all flew away. 
Khetash decided to await their return. When 
after two days they had not reappeared he 
sold five of the camels to some passing 
nomads and made himself scarce on the 
sixth. 

The significance of these stories is that the 
Sky Castle people, having commissioned the 
finding of a roc’s egg, did not pay the travel- 
lers but gave them to the djinn as slaves. They 
do not appear to make good patrons.... 
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10. Once most of the above information has 


been garnered, it is time to throw any theories 
into confusion. Shirvan is to ride, in proces- 
sion, to the Fire Temple to give thanks for his 
victories (he cannot join Pharnabazus in the 
Holy of Holies, being a sky-worshipper). 

There is a 10% chance per person that the 
resemblance to the portrait is noticeable, ris- 
ae 50% should Shirvan speak to them. 

uring the procession Shirvan is attacked 

by an invisible stalker (see later for details), an 
ally of the djinn seeking the gem. If the party 
attempt to assist him (although he can dis- 
patch it without help) this will serve as a 
favourable introduction. 


The Army Camp (Map 3) 
The information trail now leads to the army 
camp. This is situated 15 miles north of 
Marutash. The main disposition of forces is 
outlined in Map 3. Like all armies of the time 
it has its quota of camp-followers and hangers- 
on. Nonetheless it is a disciplined force, and 
security is good. Itis worth noting the defences 
against invisible infiltration. The chief of 
these is a pseudodragon familiar, which is 
most active at night; otherwise everyone, 
even the children, are on the watch for signs, 
such as the mysterious appearance of foot- 
prints or ‘motiveless’ unease of the dogs. If 
the alarm ‘Invisible intruder!’ is given, 
everyone seizes sticks and begins systemati- 
cally sweeping. It requires considerable agil- 
ity to evade this, and all the while the army 
sorcerers are casting their detect spells. A far 
better means of obtaining information about 
the army is to adopt a disguise, but the tents 
of all important people are very well guarded 
against the unauthorised. 

Shirvan is normally attended by guards and 
his entourage. A typical group of companions 
follows: 


Cambyses: AC3, LVL12; HP26 (40, with 
aespgeyaghs ir Magic-User; Human; NG; 
STR: 12; INT: 16; WIS: 13; CON: 10; DEX: 9; 
CHA: 14. Bracers of Defence AC3, +2 Dagger, 
Wand of Negation. 


Farrash: AC6, LVL13; HP68; Cleric (of air 
arty Human; NG; STR: 17; INT: 12; WIS: 17; 

ON: 15; DEX: 10; CHA: 10. +3 Mace, Flying 
Carpet, Scroll of resurrection. 


Three fighters: AC4; LVL8; HP48, 55, 84. 
Scimitars. 


Six fighters: AC5; LVL2; HP11, 16, 20, 13, 15, 17. 
Scimitars. 


As with the town useful leads may be estab- 
lished here. 
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known. A few of the officers are aware that he 
is particularly looking for a group of foreig- 
ners of sufficient status and ability to act as 
his envoys in a ‘delicate’ affair — he wants 
them to negotiate with the Sky Castle. This is 
an offer that could easily be made to the 
characters. 


2. The tale of Shirvan’s ten-year-long 
disappearance can be picked up in gossip, 
and painstaking research will reveal that he 
was recently missing for three weeks, as 
everyone thinks he was somewhere else. 


In addition to all the above information the 
players cannot fail to hear numerous wild 
tales of the legendary Sky Castle, all more or 
less inaccurate, none making clear the role of 
the djinn or the existence of the gem. 


THE SKY CASTLE (MAP 4) 

The Sky Castle rests on a block of granite, 
some 500 yards by 400, which drifts at a 
height of 4800 feet. From below it has been 
camouflaged by hallucinatory terrain spells 
to resemble a cloud formation. The air shield 
prevents access to the surface of the rock, 
save for a ledge where hippogriffs land. From 
there tunnels lead upward to a lodge and the 
untidy nests of the hippogriffs. Outside the 
lodge are beautiful gardens where exotic 
trees screen the ray storey houses of ser- 
vants and officials. At the opposite end is the 
palace, builtin two contrasting styles, the tall 
stone scrying towers, and the lower residen- 
tial building. The usual method of construc- 
tion is mud brick on a framework of stone pil- 
lars and doorways. The whole reflects the 
oriental love of large-scale splendour, 
whereby even the kitchens and servants’ 
rooms are enormous. Frescoes adorn the 
walls and the nobles’ rooms are overflowing 
with art treasures, 


Key (Map 4) 

All buildings are single storey (10’) unless 
indicated otherwise. 

. Mitanni’s house 

Treasurer's house 

Guest house 

. Guards’ and servants’ houses 

. Exit from tunnel 

. Tunnel entrance 

Hall (40°) 

Storerooms and other workrooms (20') 
Kitchens 

10. Temple 

11. Towers 

12. Women’s quarters 

13. Labs and workrooms 

14. King’s quarters 

15. Library of records (20’) 
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16. Queen’s Ladies’ apartments 
17. Queen’s apartments 

18. Labs and workrooms 

19. Kitchens 


Below the surface are some more practical 
constructions. Each house has its own cellar 
store, which forms a retreat in case of attack. 
The palace is built over a whole network of 
tunnels and chambers, including the dun- 
geons and the treasure vault, as well as the 
access for both the Scrying Towers and the 
Chamber of Winds. The former is reached by 
a long shaft which has been enchanted by 
levitation spells to function as a lift. 


Mechanics and Magic of the Sky Castle 

The Sky Castle functions by means of an 
ingenious marriage of sorcery and engineer- 
ing, the outline of which is given below. 


The Air Shield. The original air shield of 
Assurus | formed a dome over the rock from 
its surface to a height of 600 feet. It does not 
cover the rear vent for the ‘propulsion sys- 
tem’ and the landing ledge. Creatures of less 
than six hit dice cannot penetrate this shield, 
and those of more take between 3-6 rounds 
todo so. Within the air shield the temperature 
is a constant 68°F. It does not prevent the cast- 
ing of spells and is negated by a Ring of Free 
Action. 


The Gem of Many Winds. The functions of the 
gem fashioned by Assurus Il and the djinn are 
as follows (an asterisk indicates powers 
unknown to the current inhabitants): 


1. *It can raise or lower the height of the 
rock by varying its effective density with the 
Elemental Plane of Air from between 10 and 
90%. 

2. Acool or warm breeze may be called in 
1-6 turns. 

3. Acold or hot breeze may be called in 
1-6 hours. 

4. Awind of travel, capable of moving the 
casfle at up to 1 mph, may be called in 1-6 
hours (it takes 5 hours to reach top speed!). 

5. Azone of turbulence, 100-200yds thick, 
may be created outside the air shield. Any 
creature within the area takes 3d6 points of 
damage per round, and must save vs wands 
each round to even move at one quarter their 
normal speed. This is intended to prevent 
attempts to penetrate the air shield or to 
hover outside casting spells. Indeed, as it dis- 
torts vision, the latter would become difficult 
in any case. It is formed from existing winds 
of travel in 5-10 rounds by causing them to 
split and curve. Movement is not possible 
while it is in operation, and it may last for 20 
turns, at the end of which the wind of travel is 
dispersed. 

6. The gem protects an area around it 
from the summoned winds. 

7. When the gem is in place living crea- 
tures cannot use the gate, unless beings from 
both planes act together to negate the effect. 

8. The area covered by the air shield may 
be altered, 

9. The towers of scrying have been mod- 
ified to function like giant organ pipes. 
Through them summoned breezes have one 
or two effects: firstly the paean of courage, 
which acts like a prayer on the defenders, and 
secondly the how/ of terror, which causes its 
victims to become prostrate with fear. Crea- 
tures of less than three hit dice have no save, 
those above 10HD are immune, and for all 
others a saving throw negates. Manipulation 
of the air shield can bring these effects into 
play either inside or outside. 

10. *Once the gem is removed the Sky Castle 
tends to return to its mountain of origin, drift- 
ing very slowly until it slides into place. None 
of its functions are possible until six hours 
after the gem has been replaced. 


The Gate Chamber (Map 5). The gate to the 
Plane of Airis a massive, hollow sphere in the 
centre of the rock. The gem is placed on a frame- 
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work of gold on the lowest point. Once the 
winds have been summoned they are directed 
to the appropriate ducts. There are two of 
these, a massive vent for the winds of travel, 
and a smaller for breezes of temperature con- 
trol and sound. Valves direct the wind where it 
is required. If the chamber is sealed airtight (as 
can be done) the gate can no longer be used. 


The Windows of Scrying. From these win- 
dows there are views, for one hundred miles 
in any direction, of the corresponding points 
onthe planes of Fire, Air, Earth, Water, Astral, 
Ethereal and Shadow, as well as the Prime 
Material. In addition, a close up view of any 
location known by sight may be obtained 
(walls are no obstacle). However, it is not pos- 
sible to focus ona person, creature or object. 


Castle Defences. The scenario does not 
require a direct assault on the Sky Castle (it 
would be rather foolish). Therefore only those 
defences of direct relevance are detailed. 


Castle Residents 

The inhabitants of the castle have been out of 
touch with the rest of the world for sometime. 
They have avoided their ancestral lands—liv- 
ing as bandits, raiding herds for meat and 
caravans for goods and slaves. Their only 
contacts have been with a corrupt merchant 
who exchanges goods (with no questions), 
those slaves they decide to keep for them- 
selves, and a succession of djinn envoys. The 
latter share the scrying mirrors and oversee 
the selection of their tribute of ‘servants’. 


King Smerdis: AC1; LVL11; HP31; Illusionist; 
Human; LE; STR: 11; INT: 17; WIS: 8; CON: 13; 
DEX: 18; CHA: 10. Bracers of Defence AC5; 
Staff +2; Scroll of mass suggestion and pris- 
matic spray. 

Spells: 1st level—change self, colour spray, 
phantasmal force, detect illusion. 2nd level — 
blur, detect magic, invisibility, fog cloud, hyp- 
notic pattern. 3rd level — dispel illusion, fear, 
hallucinatory terrain, invisibility 10’ radius, 
spectral force. 4th level — confusion, 
improved invisibility, minor creation, phan- 
tasmal killer. 5th level— major creation, maze, 
projected image. 


Asomewhat weak-willed man, Smerdis rules 
in name only; the real power is held by his 
mother, Stateira. He has five concubines and 
no living wife. None of his sons survived 
beyond infancy. 


Queen Stateira: AC2; LVL10; HP47; Magic- 
User; Human (female); NE; STR: 10; INT: 17; 
WIS: 14; CON: 16; DEX: 9; CHA: 17.Bracers 
of Defence; AC4; Ring of Protection +2; Ring 
of Invisibility; Wand of Magic Missiles; Wand 
of Wonder. 

Spells: 1st level—detect magic, feather fall, 
magic missile, sleep, unseen servant, burn- 
ing hands, identity, protection from evil. 2nd 
level — detect invisibility, invisibility, levitate, 
strength, web, locate object. 3rd level —invisi- 
bility 10’ radius, fireball, fly, slow, protection 
from normal missiles, suggestion. 4th level — 
polymorph self, hallucinatory terrain, minor 
globe of invulnerability, remove curse, 
dimension door. 5th level — conjure elemen- 
tal, clone of cold, telekinesis, stone shape. 


Stateira is an utterly terrifying old lady. She 
thinks only of maintaining her own power, 
and is more than alittle insane. She is jealous 
of her granddaughters and denies them 
power by denying them marriage. In order to 

e@ present at events usually denied to one of 
her sex she uses polymorph self to take the 
form of a djinni attendant of Smerdis’s, trust- 
ing to her spells, particularly conjure elemen- 
tal to duplicate the necessary powers. 


Princess Lydia: AC8; LVL3; HP9; Illusionist; 
Human (female); NG; STR: 12; INT: 16; 
WIS: 12; CON: 10; DEX: 17; CHA: 7. 

Spells: 1st level — colour spray, detect illu- 
sion, phantasmal force, wall of fog, change 


self. 2nd level — blur, detect magic, magic 
mouth, invisibility, hypnotic pattern. 


Lydia is Smerdis’s daughter by his first wife. 
She suffers greatly from her grandmother's 
jealousy, and although she disapproves of 
the way the castle gets its living she feels 
powerless to prevent it. 


Princess Daria: AC10; LVL’0’; HP4; Magic- 
User; Human (female); NG; STR: 12; INT: 16; 
WIS: 10; CON: 15; DEX: 14; CHA: 17. 


Except that she is prettier, Smerdis’s daugh- 
ter by his second wife could be a younger ver- 
sion of Lydia. However, she still dreams that 
things may change. 


Mitanni: ACO; LVL10; HP98; Fighter; Human; 
N; STR: 17; INT: 13; WIS: 12; CON: 17; DEX: 9; 
CHA: 14. 


Captain of the guard, half-brother to Smerdis 
by a concubine. He is the only candidate for 
the succession but takes care that no one sus- 
pects he knows this. 


Sassan: AC6; LVL7; HP44; Cleric; Human; N; 
STR: 16; INT: 11; WIS: 15; CON: 17; DEX: 12; 
CHA: 10. +2 Mace; and, inthe Temple Treas- 
ury, 6 Scrolls of remove fear that he is unable 
to imagine finding a use for. 


Sassan has two acolytes, levels 3 and ‘0’. 


Rimsid:Djinni 

Rimsid is the current djinn envoy. He has a 
spy in the Assurid camp, one of Stateira’s 
ladies in waiting to whom he has promised 
three wishes for her co-operation. 


In addition, there are 200 guards, 10 noble 

warriors, 20 other nobles, 120 free servants, 

70 slaves and 80 children. A number of the 
uards and free servants are children of 
merdis or his father by concubines. 

Sixty hippogriffs live on the landing edge 
and the nesting area. Only forty of these will 
be fit to fly at any one time. 

The palace treasure vault contains a number 
of magic items in addition to those detailed 
above. 


PLOT DEVELOPMENT 

At this stage of the scenario the players’ 
actions will have had a great deal of influence 
on what happens next. However, it is likely 
that Shirvan will get to the Sky Castle, either 
as captive or ambassador, and the PCs must 
also go there to collect their reward. If Shirvan 
comes as a free agent he will not do so with- 
outsome security, hence he will ask that a few 
prominent Sky Castle residents join his army 
as ‘honoured guests’ — ie hostages. 

Even as a captive Shirvan holds a number 
of bargaining counters: only he can recover 
the gem from his Alekhine’s Box, his under- 
standing of its full properties is unique, and 
he is able to promise a share in the ancestral 
kingdom. Once they know his identity the Sky 
Assurids may well decide they would do bet- 
ter to join forces with him and sit down to 
decide just who concedes what. 

To summarise the motives of the princi- 
pals: Shirvan's most pressing need is for 
money — the Sky Castle is useful in war ina 
symbolic rather than material sense — but his 
most fervent desire is to marry Daria. Stateira 
wishes Smerdis to retain control of the Sky 
Castle, and, if the war is successfully prose- 
cuted, to rule a province at the very least. 
However, her long-term aspirations are more 
far-reaching. .. Smerdis has spenta long time 
resisting his mother’s ambitions; he would 
be content to spend the revenues of a pro- 
vince on dancing girls and wine. Rimsid has 
refrained from mentioning that the oath his 
people gave is now invalid and protests his 
exclusion from discussions, claiming that he 
must ‘protect his people's interests’. Thisisa 
mere smokescreen, for the djinn plan an 
attack as soon as possible. They wish to be rid 
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of the Assurids and their palace altogether, 
keeping the gem and the windows for 
themselves. 

Until discussions are concluded the reward 
for the characters cannot be determined, thus 
eed are still guests when the castle ceases to 

rift. 


ARRIVAL AT MOUNT CHYOXUS 

From the moment characters arrived, it was 
obvious that there was something seriously 
wrong with the castle. The buildings were list 
ing slightly, the more tender of the garden 
plants dying, and the whole moving, very 
slowly, toward the flat peak of Mount 
Chyoxus. 

Shortly after everyone has arrived it 
reaches the mountain and slides into place 
with painful joltings. Unless actually tied 
down, all should roll under dexterity three 
times and take 1-6 points of stunning damage 
for each failure. In addition several small 
te Pai fall over and a large hippogriff run 
amok. 


AERIAL ATTACK 
The return to Mount Chyoxus brings the gate 
within djinn territory, and, with the gem 
absent, it is open to them. They could not 
attack before this since only the djinn can 
plane shift at will and they were too few to 
fight without their invisible stalker and air ele- 
mental subjects. Their greatest problem then 
was not getting their forces into the Sky Castle 
but getting them in unseen. The Assurids, 
while not expecting an imminent attack, keep 
a close eye on the Aerial Plane through the 
scrying window. However, their intelligence 
was limited by the number of detect invisible 
spells available to them — there are only 
Stateira’s three. She takes care that Rimsid 
does not know her movements, but is una- 
ware of his spy among her ladies. 
Eventually the infiltration of the aerial crea- 
tures will become known, whether because 
Stateira evades vigilance or the player 
characters are indulging their curiousity. Asa 
result the Assurids must settle their differ- 
ences to defend the Sky Castle, and the djinn 
are forced to attack before they are ready. 
The battle is heralded by a dreadful noise 
which causes all the lesser and some of the 
greater folk of the palace to prostrate them- 
selves in panic, hands over their ears. There 
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are six air elementals forcing air through the 
pipes of the Scrying Towers to produce the 
how/l of terror. |immediately afterwards, 
bands of invisible stalkers attack any large 
groups of people they find still standing, 
which will probably include the player 
characters. A similar band hangs back to 
defend the elementals. Anyone able to detect 
invisible may observe that the enemy are still 
arriving, emerging from every duct and vent 
of the ‘heating system’. Stateira and Smerdis 
spend the first few rounds on their personal 
defences, and then concentrate on finding 
out just what is going on. They are joined by 
Shirvan for the briefest of war conferences, 
after which the former concentrate on stop- 
ping the elementals in order to free the 
troops, whilst the latter goes to close the gate. 
To do this he must operate the manual master 
controls to seal the chamber; as the keys are 
lost he must use his talent for burglary and 
would welcome any of the player characters 
who might be able to help. To assist them 
Stateira sends her Wand of Wonder. 


Closing the Gate 

The usual access to the chamber, the levita- 
tion shaft, renders them too vulnerable to 
theirattackers. Shirvan knows of another 
way, which he used on his initial visit. It is a 
disused stairway, leading off from the hippo- 
griff tunnel. Its drawback is that it will require 
all his knock spells to open the three wizard- 
locked doors along its length. 

In the Chamber, seven invisible stalkers are 
waiting to attack anyone who attempts to 
close the gate. They know something the 
players do not —that the controls in the 
chamber can be overridden by still another 
setinasecret room. FPhree of them are guard- 
ing the entrance to this, high on the ceiling, 
but will join the battle if no approach is made 
to them. Anyone who has time to wonder 
what they are up to can see a tiny reflective 
area, this is a glasstee/-covered peephole. In 
the centre of the chamber an additional invis- 
ible stalker per round is coming through the 
gate; because of the Chamber's size they take 
a further round to reach its lowest point. 


Invisible Stalkers: AC1 (3 if can be seen); 
HD8; HP32, 41, 43,32, 32, 38, 37, 43, 31, 32, 38, 
29, 31, 37, 39, 30, 36, 30, 27, 39 (This number 
should be sufficient!); Att 4-16; invisibility, 
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magic resistance 30%, surprise on a 1-5; N; 


(MM) 


The Controls 

The master controls appear old and rusty. 
There are three levers, all locked into the 
‘open’ position. Each lock is trapped and a 
futher trap operates if they are not pulled in 
the correct order. Each trap takes from 1-6 
rounds to find and disarm. Once this is done 
each thief may make an intelligence check to 
realise that there is a further override 
mechanism. Once a trap has been triggered it 
will halve the chance that the lock may be 
picked. 

The traps are as follows: 

1. On the locks: 

a. Asimple poison needle, the poison has 
faded, save at +4 to avoid coma. 

b. A blade slices out at the hands. Roll 
under dexterity (on d20) to avoid severance 
and 1d10 points of damage. 

c. The floor gives way slightly; make a 
dexterity check to avoid the feet being trap- 
ped and crushed for 2d10 points of damage. 

2. On the levers: 

If not pulled simultaneously, water rapidly 
fills the chamber to a depth of ten feet. 

Should the players still believe these are 
the true master controls and pull the levers 
they are in for an unpleasant surprise: Rim- 
sid, the djinni, had entered the override room 
before their arrival. As the seals begin to slide 
across the vents he pulls the override lever 
(taking 8 points of damage from a fire trap 
after saving) and they slide right back again. 
If necessary further intelligence checks may 
be made to understand what has happened. 


The Override Room 

This is guarded by magic — the fire trap, as 
mentioned, and some very unpleasant 
glyphs filling the floor: slay living, energy 
drain, symbol (hopelessness) and blade bar- 
rier. Like the djinni the players may avoid 
these by flying. 


Noble Djinni: AC4; HD10; HP51 (43); Att 3-24; 
invisibility, create illusion, become gaseous, 
windwalk, form a whirlwind, grant three 
wishes. 


Rimsid has created three illusory djinn with 
which to oppose the adventurers. If given 
enough time (1 turn) he will call a whirlwind 
(3d6 points of damage) with which to attack 
as they fly up to the secret room. If defeated 
he will not give up his life if he can help it, but 
plane-shift away. 


CONCLUSION 

The Sky Assurids will succeed in halting the 
howl of terror, thus enabling more defenders 
to enter the field, most of them mounted on 
hippogriffs. They have suffered a number of 
casualties but, providing no more enemy 
reinforcements arrive, can cope with the 
remainder. 

Victory will bring a flood of family feeling 
and general goodwill which will carry Stateira 
and Smerdis through some amiable treaty 
making, and even cause them to consider a 
more generous reward for the player charac- 
ters (after all, with Shirvan observing how 
they keep their word they can scarcely do 
otherwise). 

Observation in the Scrying Windows will 
reveal the djinn in confusion. Ashort civil war 
leads to a change of leadership, and the new 
ruler sues for peace. They are once more 
allowed a share in the use of the gem and in 
return must supply five invisible stalker 
slaves per year to Shirvan’s army (they are 
not having them in the Sky Castle!). 

Once he has come to terms with her 
parents, Shirvan may return Daria to the Sky 
Castle, arranging to marry her as soon as his 
army is bigger than his father-in-law’s. 
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TREASURE CHEST 


Treasure Chest is a regular department for readers’ ideas about the 
AD&D game. This issue, some of the more powerful spells from the 


WD spell book. 


HOW DO YOU SPELL THAT? 


MITHRALL’S WONDERFUL GYRATOR 
(Evocation, Alteration) 

by Robert Nott 
Usable by: 
Level: 

Range: 


Magic-User 
6 


2" + 1"/level 

Duration: 1 turn + 4rounds/level 
Area of Effect: Onecreature 
Components: V,S 

CastingTime: 6segments 

Saving Throw: Neg 


When cast at a creature, this spell causes 
it to be flung high into the air and rotate 
and whirl around at various speeds and 
directions. The saving throw is made at 
—2. While the spell lasts, the creature is 
helpless, and incapable of casting spells 
or fighting. The magic-user is in control 
of the spell at all times and he may make 
the creature rise higher or lower, or 
revolve faster, or whatever. If the wizard 
so wishes, he can make the creature 
revolve so fast that its body is torn apart 
and scattered into shreds. 


BANISH SPIRIT 
(Conjuration/Summoning) 
by Briony Palmer 

Usable by: Magic-User 
Level: 7 

Range: 
Duration: 
Area of Effect: 
Components: 
Casting Time: 
Saving Throw: 


1"/level 
Permanent 
One creature 
V,S,M 

7 segments 
Neg 


This magic will, unless a saving throwis 
made, banish a creature’s spirit to its 
alignment plane. The spell will leave the 
creature’s body as an empty husk. The 
prime use for this spell is to prepare the 
way for the magic jar spell, since a suc- 
cessful casting of both dispenses with 
the necessity to make periodic saving 
throws against being overcome by the 
creature’s spirit, since it is no longer 
present. 


MERGER 
(Alteration) 
by Neil Richards and Keith Adeney 
Usable by: Magic-User 

Level: 9 

Range: 
Duration: 
Area of Effect: 


Touch 

Permanent 

Items to be merged. 10Ib 
weight/level of spellicaster 
V,S,M 

24hrs of uninterrupted 
concentration. 

Saving Throw: None 


Components: 
Casting Time: 


This spell causes the non-living matter 
of two objects to merge into each other. 
The spellcaster can then choose proper- 
ties of the resultant material from the 
properties of the merged items (cf g/as- 
stee/). For example, 10lb glass merged 


with 10Ib steel yields 20lb giassteel. 

Magical objects may be merged into 
one. For example, a +1 intelligent sword 
merged with a +4non-intelligent sword 
yields a +4 intelligent sword. If a ham- 
mer is merged with a sword, the wielder 
may switch between the shapes of each. 
Note the egos of the weapons will be 
added. 

The spell is usually cast in a darkened 
lead-lined room, for if the spell caster is 


SS ee f\ 
disturbed everything within the room 
must save or be disintegrated (if the 
chamber is not lead-lined, then every- 
thing within 15” radius must save). After 
the casting the magic-user must rest for 
two days. Additionally, the magic-user 
will lose 1 point of constitution unless a 
25000gp blue diamond is crushed over 
the merging items during spell prepara- 
tion. The magic-user must mix beech- 
wood sap and drops of his blood with 
the crushed diamond. Subsequently, 


the magic-user loses 1 hit point perma- 
nently. After the magic-user has saved 
vs system shock, due to the powers in- 
volved, the items merge. The chance of 
dispelling a merger is 1% per level of the 
magic-user, 


SHADOW BANE 
(Conjuring, Summoning) 
by Briony Palmer 

Usable by: Magic-User 
Level: 8 

Range: 
Duration: 

Area of Effect: 
Components: 
Casting Time: 
Saving Throw: 


1"/level 

1 round/level 
One creature 
V,S 
8segments 
None 


For the duration of the spell, any attack, 
influence, etc, lauched by the magicked 
creature on the spell caster will be 
experienced by both. If saving throws 
are to be applied, itis the magician’s that 
are used — the result being applied to 
both parties. For example, if a disintegrate 
spell was cast at the spell caster who 
subsequently failed the saving throw, 
then both magician and aggressor would 
be disintegrated. 


IXTMAL’S GLOBE OF PYROMANIC 
DELIGHT 
(Evocation) 
by Phil Hine 
Usable by: 
Level: 
Range: 0 

Duration: 1turn+ 1 round/level 
Area of Effect: Special 
Components: V,S,M 

Casting Time: 1round 

Saving Throw: Halves damage 


Magic-User 
7 


This spell creates a 3’ diameter sphere of 
green flames. It floats ahead of the cas- 
ter while the spell lasts, at a distance of 
up to 6". Anything flammable within 5’ of 
the sphere (except the caster and his 
gear) must make a saving throw or burst 
into flames for 1d6 rounds. Anything 
(provided it is nen uere? touched by 
the globe immediately bursts into flames 
(no save). The sphere’s touch causes 
6d6 damage to living creatures. Each 
time something is ignited the globe 
emits an insane, mocking cackle. The 
material component is a green agate 
worth at least 1000gp. 


DESTRUCTION 
(Alteration) Reversible 
by Wesley Phoa 
Usable by: 
Level: 

Range: 
Duration: 

Area of Effect: 
Components: 
Casting Time: 
Saving Throw: 


Clerics, Druids 
8 


Special 
Permanent 
Special 

V,S,M 

1 segment 
Not applicable 


When cast, this spell destroys the uni- 
verse. Material components include an 
ounce of myrrh, a fine quality (2000gp) 
black opal, three dead leaves from a 
weeping willow and seventy thousand 
tons of plutonium. The reverse of this 
spell, creation, requires six full days to 
cast (the spell-caster must rest for a full 
day afterwards) but no material compo- 
nents are necessary. 0 
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What the Priests Say Book: priests of nine pantheons answer the seven 


fundamental questions which every initiate asks, 


94/96 The Briggate, Leeds, 
LS1 6NP. 

Tel: 0532 432606 

172 Union Street, Aberdeen, 
ABi 10T 

Tel: 0224 645851 

157/162 Western Road, 
Brighton, BN1 2BB 
Tel: 0273 29646. 
18 Merchant Street, 
BS1 3EP 

Tel: 0272 294774 


HAMLEYS 

LONDON 

188/196 Regent Street, 
W1R 5DF 

BATH 

Milsom Street, Bath 
BIRMINGHAM 

Colemore Road, Birmingham 


LONDON 


Selfridges, 
Gift Department, 4th Floor, 


Oxford Street, London 
Harrods, 

Adult Games Department, 
Ground Floor, 
Knightsbridge, London 
Games People Play, 

5 Wellington Terrace, 
London, W2. 

Tel: 01 553 4345 


NORTH LONDON 


Leisure Games, 
91 Ballards Lane, Finchley, N3 


BATH 
Cyril Howe, 
13/14 Cheap Street, Avon 


EXETER 

The Games Cupboard, 
New Bridge Street, Exeter 
Devon 

Tel: 0392 214128 
NEWCASTLE 

Leisure World, 

2 High Friars, 

Eldon Square, NE1 7XG 
ROMFORD 

Victoria Model Railways, 
1 Old Mill Parade, Victoria Rd 
Romford, Essex 
STOKE-ON-TRENT 
Fantasy World, 


10 Market Square Arcade, 
Hanley, Stoke-on-Trent 


Bristol, 


SCOTLAND 
SB Hobbies, 
79 Main Street, Prestwick, 
Ayrshire 

Tel: 0292 70711 

West Coast Models, 

83 Cathcart Street, 
Greenock, Scotland 

Tel: 0475 87738 

John Menzies pic., 

107 Princes Street, Edinburgh 
36 Argyl! Street, Glasgow 
OVERSEAS 

Spielerei, 

Maria Hilfer Strasse 77/79, 
1060 Wien, Austria 

Josef Kober, 

Grablin 14/18, A1010 Wien, 
Austria 

Codaco s.p.r.l. 

1072 Chausse, Belgium. 

Jeux Actuels, 

BP534, 27005 Evreux Cedex, 
France 

L’Oeuf Cube, 

24 Rue Linne, 75005 Paris, 
France 

Libraire des Tanneurs, 

26 Rue de Tanneurs 

13100 Aix en Provence, 
France 

Fantastic Shop, 

Kirchfeldstr. 143, 

4000 Dusseldorf 1, Germany 
Spiel und Fantasy, 
Isenbergstr. 31, 4300 Essen 1 
Germany 

Das Spiel, 

Rentzeistrasse 4, 

Ecke Grindelalle, d200, 
Hamburg 13, Germany 

De Speiciaalzaak, 

Kerkstraat 186, 

1070 GT Amsterdam, 
Holland 

Boutique de la Grande Armee, 
William de Zwijerlaan 120, 
EV Den Haag, Holland 


Broese Kemink Booksellers BV, 


Zandveg 69c 

3454 Jw de Meern, Holland 
Selegiochi, s.r.1., 

Via Fumagelli 6, 

20143 Milano, Italy 

JOC Internacional, 

F_ Matas Salla, Sant Hipolit 20, 
08030 Barcelona, Spain 


Cults Book: with 60 cult 
descriptions along with 13 new 
skifis, 11 new spirit spells, 17 
new sorcery spells, 193 new 
divine spells, 13 oa panth- 
eons from which the 60 cults 
are drawn, and a myriad of 
details relating to the mythical 
history of the world, 
Gloranthan Calendar: a 12- 
page calendar showing the five 
Gloranthan seasons and sacred 
time, each with an illustration 
and special notation of the 
High Holy Days. 

Available in colourful Gamette 


Package for use in play of both 
Deluxe and Players RuneQuest. 


One of Britain's most popular 
fantasy role-playing adventure 
games available today. 

Unparalleled realism and flexi- 


YES, BUT DOES A 
MERELY FORMALISTIC 
EA PRESSION OF ROLE 
REVERSAL REALLY 
OBVINTE THE SEXISM 
OF THE (MPLIED 
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ARESTONE 


A Rock’n'Role fantasy by Peter Fieldson 
Music by Stephen Warbeck 


March 27 — April 19 at 7.30pm 


Mortals, prepare to marvel as four young adventurers 
embark upon the awesome quest for the Firestone. 
Our contestants, finalists all, have been through many 
earlier battles to earn the right to this, the ultimate 
challenge... 


Their task —to free the benighted land of Zamethess from 
the evil of Suckerax the Sorceress, to free all the mortal 
men of that country whom she has abducted and 
imprisoned in Castle Hell’s Mouth, and to retrieve the 
Firestone wherein lies her power... 


Mortals, prepare to join the quest, for you will determine 
the outcome! 

FIRESTONE the game where you choose who wins! 
FIRESTONE the game of Rock, Sword and Sorcery 
FIRESTONE the game that’s more addictive than Sexual 
Pursuits 

FIRESTONE the game TUESDAY-SATURDAY 

nights — live! 

FIRESTONE the game in three halves 

Tickets from £2.00 


Box Office 061-273 5696 


Contact Theatre, Oxford Road, Manchester 15 


Free Parking outside the theatre 

Coffee bar open for delicious hot and cold food and coffee 
from 6.30pm 

Licensed bar open from 6.30pm until after the show 
“Please note there are no Monday performances. and no 
performance Friday 28 March 
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GERTRUDE IS WITCHING YOU ! 


SUBSCRIBE NOW. 


— 

Wit £12 for 12 issues (one year) 

Saleen | enclose £12 to start my subscription at issue rol 

£5.50 for 6 issues ( one year ) 

| |. enclose £5.50 to start my subscription at iense{_] 
Tad 
( No. of on 
ay £1.25. Please send me it hot off the press! 

WHITE DWARF Each one holds 12 issues Ne. of binder. 
BINDER £4.50 each — 


ARE YOU RESUBSCRIBING? | YES| NO | 


Send to : GAMES WORKSHOP MAIL ORDER, 
Chewton Street, Hilltop, Eastwood, Nottingham. NG16 3HY. 
Telephone Clive on (0773) 769731 /769522 


for Access & Barclaycard Orders 
PLEASE MAKE ALL CHEQUES PAYABLE TO 
GAMES WORKSHOP. 


Please mention White Dwarf when replying to advertisements 
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TEQUILA SUNSET 

As the Thunderbirds introduction used 
to have it, ‘Anythin can happen i in the 
next half hour.’ In this case, it's more 
‘this month’, but the principle is the 


same. As a result of our last correspon- 
dent disgracing himself in a French 
magazine, White Dwarf has yet another 
news page writer. After all, we do havea 
reputation to maintain. .. 


UNCLE TOM COLLINS AND ALL... 
Cursed last month by a shortage of 
news, this time there is almost too 
much. If only events’ organisers would 
bear in mind magazine deadlines, then 
coverage of this year’s Toy Fair might 
even have made last issue. . .. 

The Earl's Court Toy and Hobby Fair is 
the annual event which allows the trade 
to display the goods that will appear in 
shops over the next year. Although 
mainly for toy manufacturers, games 
companies were quite well represented 
— including the major rolegame com- 
panies with their latest releases. 
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After making an important call to the 
bar, | wenttot 92 TSR stand. On display 
were some new modules — X10 Red 
Arrow, Black Shield (‘A Battlesystem™ 
Game/War Machine Spectacular!’), and 
Lankhmar, the adventure to go with, um, 
r... Lankhmar. Also on show was a 
mock-up of the Dungeoneer’s Survival 
Guide, due for release in May/June this 
year. Although it hasn’t been fully writ- 
ten yet, itlo oe like it’s going to be acol- 
lection of traps, ideas, advice to adven- 
turers, and ways of ‘getting the best’ 
from a particular character class, etc. All 
of which sounds like good, basic com- 
monsense material that is best suited to 
magazine articles. Certainly it seems to 
shift the emphasis on to the competitive 
aspects of the AD&D game at the 
expense of the role-playing element. 
Passhing via the bar, | then visited the 
Games Workshop stand. This was very 


impressive, being put together in the 
shape of acastle. New Citadel figures on 
display included some of the Doctor 
Who range, all of which are very well 
done. | haven't seen all of the range ‘in 
the metal’, but the photographs make 
them look ‘excellent’ (quoth the Cyber- 
leader). It was also interesting to see 
Superpower in its production livery —a 
far more tasteful box than the one 
shown in Dwarf. Inside, Albie Fiore has 
done a great job on the board and card 
designs, and what's more, it plays well! 

After shurveying the bar, a quick visit 
to Matthew Harvey & Co revealed what 
was new with Tunnels & Trolls. 
Although the first published solo adven- 
tures available were for T&T, they failed 
to take off because the buyer also 
needed to have the T&T rule book— 
took the Fighting Fantasy series to bring 
out solo adventures complete with their 
own system. Now T&T has followed 
suit, and some of the original T&T solos 
(Naked Doom and Deathtrap Equaliser), 
as well as a few new ones, have been re- 
released in book format complete with a 
short version of the rules. The T&T rules 
are also now available in book format. 

Whilsht on the shubject of booksh, 
shomeone at the bar told me that 
Corgi’s Dragon Warriors books are sel- 
ling well as a boxed set, but disappoint- 
ingly as individual books. I’m told that 
the distributors adopted a regional 
approach: Book 1 wentto one part of the 
country, Book 2 to another part, and 
Book 3 elsewhere. .. . Corgi have appa- 
rently ditched these distributors, and 
even now a relaunch is planned. 


THAT MARTINI MOMENT 

Thud and Blunder ‘86 will take place 
over the weekend of 30th May — 1st 
June; itis described as a ‘top class war- 
games weekend for experienced players 
or complete novices.’ As well as games 
brought along by attendees, D&D, Gol- 
den Heroes, RuneQuest, historic battles, 
Traveller, and Star Fleet Battles will be 
available. For more details write to: 
Theobalds College, Bulls Cross Ride, 
Waltham Cross, Herts EN7 5HW. 

In the States, Tri-State Con, sponsored 
by Cincinnati Adventure Gamers, will 
take place over May 16th-18th. The con- 
vention will feature boardgames, role- 
playing miniatures, an auction, game 
dealers, and a large fantasy role-playing 
tournament. For more information, 
write to: Tri-State Con ‘86, PO Box 1754, 
Cincinnati, OH 45231, USA. 

The biggest convention this year is, of 
course, Origins, which takes place over 
3rd-6th June at the Los Angeles Airport 
Hilton. For more information contact: 
Origins 86, PO Box 8399, Long Beach, CA 
90808. A mark of the size and impor- 
tance of Originsis that plans are already 
underway for the 1987 convention, 
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which will take place on the Baltimore 
waterfront. 

poe ne is becoming increasingly 
popular in Europe, and in Italy a National 
League of Dungeon Masters has been 
formed. They are holding their second 
nationwide AD&D championships, which 
will already have finished by the time 
you read this. | mention this because one 
of the people involved, Marcelio Mis- 
siroli, is interested in trying to form a 
European Role-Playing Association of 
some sort. The idea is to take in the 
whole of Europe on an ‘informal’ basis— 
not run by manufacturers or worried 
about using official material, etc. If any- 
one’s interested, write to the WD Letters 
page and get some discussion going! 


CORPSE REVIVER 

Live action role-playing is not dead! The 
Labyrinth Club have had plans for some 
while, but haven’t wanted to announce 
anything until they were thoroughly 
organised. The club has been running 
adventures for members only since last 
May, and since January in its current 
venue. The location is, in fact, Chisle- 
hurst Caves in Kent, the once intended 
location for Treasure Trap’s activities. 
Labyrinth would like to stress that they 
have no connection with TT, apart from 
having lost money to them! The most 
encouraging news about this new ven- 
ture is that there is to be no one-off 
membership fee. You simply pay by 
adventure, and this payment includes 
your membership fee—so if you only go 
once, you only pay once. What's more, if 
you fancy playing the monsters then it’s 
actually free. 

After the last hoo-ha over Chislehurst 
Caves, intrepid Dwarf journalists have 
taken the step of checking with the loca- 
tion's owner and manager that all is 
well. And since the caves are only a few 
miles down the road from one of our cor- 
respondents, you'd better watch out! — 
something loathsome could be lurking 
in a dark passage. ... 


Week, omen icky. Next i Pet 
acky, W wa ext issue Pete 
Tamlyn opens The Crazy File, the Jus- 
tice Department's records on some of 
the stranger crazes to have hit yet 
City One —a must for all J Rowand give 
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Call of Cthulhu, whilst tet Phi Master is 
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about no characters. For new- 


Dragonmeet 86 


DRAGONMEET ’86 
GOES NATIONWIDE! 


BIRMINGHAM 
Saturday 5 April 1986 


The second Dragonmeet of the year will be in Birmingham, 
complete with trade stands, competitions, participation 
games, live combat, lectures and discussions, and much 
much more. 


The venue is the New Imperial Hotel, Temple Street. 
Our new Conventions Organiser is SEAN NOONAN. He is based at 
our Head Office : 


Games Workshop Ltd 
Chewton Street 
Hill Top, Eastwood 
Nottinghamshire NG16 3HY 
TELEPHONE : (0773) 769731 


The event starts at 10am and continues throughout the day. 
Entrance £1.00. 


Future Dragonmeets include: 


London 10 May 1986 
Sheffield 8 June 1986 
to be announced 


(wre DW Yh ef li TMT ge ONS 


Please contact him for information about Dragonmeets and 
Games Day. 
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: Advagced 3 
Dungeon: AGZONS fF: 
Miniatures 


9110F RED BRANCH ROAD, 
COLUMBIA, MD 21045. 
TEL: (301) 964 0262. 
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Dungeon Dwellers: 


25mm figures for fantasy role playing 


} 


PACK 12 MASKED MERCENARIES 
1.9 
FIVE ANONYMOUS WARRIORS 


PACK 6 GOBLIN TERRORISTS 
19 
FIVE DIFFERENT GOBLIN BERSERKERS 


PACK 1 BASIC ADVENTURERS 
1.99 (THE DRAGONSLAYERS) 
MAGIC USER, CLERIC, THIEF, 2 x FIGHTERS 


pack 7 LAIR OF MONSTERS 
1.99 2XTROLL SAVAGES 
LESSER DEMON OF MALICE, WEREWOLF 


PACK 2 BASIC ADVENTURERS 
1.99  (THEEXCALIBUR PARTY) 
MAGIC USER, CLERIC, THIEF, 2 X FIGHTERS 


PACK 14 TOMBSENTINALS 


PACK y HEROIC FIGHTERS 
19 FIVE DIFFERENT 
FULLY ARMOURED MEN-AT-ARMS 


PACK 3 DEMI-HUMAN ADVENTURERS 
19 
2X ELVES, 2X DWARVES, 2 x HALFLINGS 


19 (SKELETONS) 
SKELETAL CHIEF & FOUR GUARDS 


PACK 15 GRAVEYARD FIENDS 


1.99 (UNDEAD HORRORS) 
GHOUL, WRAITH, ZOMBIE, WIGHT, VAMPIRE 


PACK 4 FEMALE ADVENTURERS 
1.9 (THE EAGLE PARTY) 
MAGIC USER, CLERIC, THIEF, 2 x FIGHTERS 


PACK 10 ORC’S WARBAND 
19 


FIVE ATTACKING ORC WARRIORS 


PACK 5 FEMALE DEMI-HUMAN PACK 1 1 OLD ENGLISH DRAGON PACK 17 HOBGOBLIN RAIDERS For Mail 
1.99 ADVENTURERS 4.9 1.99 Order see 
2X ELVES, 2 XDWARVES, 2X HALFLINGS 5° LONG DRAGON SPREADING WINGS (4 PIECES) FIVE DIFFERENT HOBGOBLINS next page. 


Titan 
The Hero Maker 
The Ultimate Character 
Generator. 


FOR THE FINEST RANGE OF FANTASY 
ROLE-PLAYING GAMES IN THE COUNTRY 
—Special offers always available— 


* 


Titan creates perfect, 
detailed & comprehensive 
Adventurers for gloomy 

dungeons or dragon 
slaying quests in minutec 

and its still FUN!!! 


The programs’ features include: 


* User or randomly rolled Dice * Male/female limitations 

All ability bonuses given * Class modifiers to ability scores 

% Racial modifiers to abilities | %* Seven racial options 

* All 10 professions * All Multi-Class options 

x Full spell Books calculated All Special class abilities listed 

* Height, Weight, Age x All standard & optional languages 
and handedness x Initial wealth rolled 

* Saving Throws * Facility to update existing characters 


Slough, Berks. 
* ‘Shop’ with standard goods. * Print out character to any printer Tel : S LOUG H 30678 
x Save characters to disc 


‘Titan: the Hero Maker’ will run on a BBC B with discs. f 7 
Available from: Goldsoft (Ducaiplex Ltd.) Open Mon-Sat 9.00-5.30 


42 Hallmores, Broxbourne, Herts. a 
Tel: 0992 461997/445886. Large selection of D&D, 


Cheques payable to Ducalplex Ltd RuneQuest, Traveller, Citadel 


£13.95 (80t.) or £12.50 (40t.) Miniatures, Boxed Fantasy & 
Science Fiction Games. 


¥ 
MSY 


Citadel, Essex, Denizen, Grenadier Miniatures 
—thousands in stock, Prince August Moulds, 
Playing Aids & Accessories etc. 
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95 Newark Road, Bracebridge, Lincoln. 
Tel: 0522 42566 
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NB: This program is intended for use as an extension 
placement for sith BE ©0000 000800000800 0000000000000080000C08 
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THE REAL THING. HIGHLY POLISHED PEWTER BUCKLES, EAR- 
RINGS, BANGLES AND PENDANTS (ON17” CHAIN) PLUS MORE 


B.’ Black Leather 1m 
43 Thong with Pewter 
ae as Slide Fastner 
(for Pendants) 
£1,25 , 
», (Not Shown) ~ 


A.2 
Dragonslave Bangle 
(Solid Polished Pewter) 
£11.99 


5: P.8 P.11 Double Axe 


Te Celt’s Cross Pendant 
- Pendant (P) £3.99 ~ Morning Star 
(A) £4.99 \ P.20 Pendant 
(B) £5.50 ~ or 
Ls Ss E.8 Earring 
< ‘e £4.50 


P.6 
Overkill 
Pendant 

£3.99 


Monkey Wrench AX. NEW P.26 P.10 Pendant 


P.19 Pendant The Alchemist or 
or 


~ 
-» 
P.14 Guardian 4 ng 
Ramskull wy Sword v ] 
Pendant P.21 Pendant 3 Strat ¢ 
(P) £3.99 or “ \. \ Guitar f 
(A) £4.99 E.11 Earrin & P.18 Pendant 
(B) £5.50 £3.99 or 
Kundalini ¥ \ ' E.18 Earring | 
Snake : ¢ £2.99 
» 
x P.24 at 


oe Two Tone Pendant E.10 Earring 
a tach o (with Black Rose) (P) £2.99 Druids Arrow Two 
99 ¥ £4.99 Or (B) £4.50 Tone Pendant 


= 


(A) Antique Brass 


Haft or 
(B) Bronze Haft 
Ww £7.99 
YNEW . = ty 
Cold Moon = . we 2 Earring 
P.27 Pendant = ‘a. (with Black Rose) 
or rs} ‘ £3.50 
E.21 Earring \ P , », 
(P) £3.50 wy \ 3 
(B) £4.99 7 os eT E.3 Ritual 
’ P.23 J Dagger Earrings 
Guardian P.12 £3.99 
Two Tone Ankh Pendant 
, Dandant (P) £3.99 
(A) Antique (A) ah 
BrassSnake m= § Us (B) £5.50 | 


or 
(B) Bronze Snake 


Dragon 
P.25 Pendant 


»~ 
— or F 
P.3 "eedaet ~~. E.19 Earring j 
Hand or Death £3.99 £3.50 
Pendant 
£3.99 


i 
NY 
\ j 
E.4 Ankh 
Earrings 
om £3.99 


4 


FAST 
MAIL ORDER 


(Alchemy & Dungeon Dwellers) 


B.4 


: POST & PACKING 60p 
Medusa 1%’ Buckle £7.99 


ANY ORDER 


CHEQUES/POs MADE PAYABLE 
TO RIEDER DESIGN LTD 


ILLUSTRATED LIST SENT WITH 
EVERY ORDER, OR SEND SAE 
PLUS EXTRA 17p STAMP 


- Black Leather 1%"' 
BELTS 
(without Buckle) 
Sizes: S,M& L 
Plain Belt £3.50 
2 Row Studded 
£4.99 


B.3 R 
Pewter Dragon 
1%" Buckle £6.99 


COLOUR CATALOGUE 
APOLOGIES TO ALL OUR CUSTOMERS WHO HAVE SENT PAYMENT 
FOR THE NEW CATALOGUE. REPEATED PRODUCTION PROBLEMS Leicester LE35LH 
HAVE UNFORTUNATELY FORCED LONG DELAYS. WE WOULD 


Tel (0533) 549182 
LIKE TO ASSURE YOU HOWEVER THAT YOU WILL BE THE FIRST 
Th RBCrecivsce TWMWOCAA WWCA OCAnRY TOAMC CAIMIDIIDIcCe wict emaac 


Rieder Design Ltd 1/4 
5, Braunstone Gate, 


AHKETON 

Unit 12A 

Olds Pygrout 

Byfleet Tenants Development 
Tolpits Lane 

Rickmans Worth, Herts. 


Ahketon 


POSTAGE & PACKING 


UK 15% (50p MINIMUM) 


OVERSEAS 50%. 


We will be at Salute ‘86 and Dragon Meet. Come to our stand for the full ranges 


of Ahketon, Gremlin, Knight Design and Living Image. 


REGIMENT 1 
Saurian (Lizard Men) Pike £12.95 
REGIMENT: 


CT59 


REGIMENT 2 


1 Officer Saurian(LizardMen) £12.95 CT60 
1 Standard Bearer Archer 
1 Drummer Regiment: CT61 
27 Various Pikemen 1 Officer 
1 Standard Bearer cT70 


1 Drummer 


10 Knelling Archers cr 
17 Standing Archers 
CT72 
CT73 
REGIMENT 3 aVI6 
PIG ORC ARCHER £12.95 
REGIMENT: C175 
1 Officer 
1 Standard Bearer PIG ORC ARMY CT76 
1 Horn Blower 5 TuskerRiders £34.9 CH 


10 Kneeling Archers 
17 Standing Archers 


2 Officers 

1 Standard Bearer 
1 Horn Blower 

1 Shaman 


CT78 


10 Bodyguard cT79 
10 Axe & Shield CT220 
10 Crossbow 
20 Archers CT221 
5 w/Darts ieee 
CT223 
SAURIAN LIZARD MEN ARMY 
5 Lizard Mounted £34.95 CT224 
1 General 
2 Offices CT225 


1 Standard Bearer 
1 Drummer 
10 Bodyguard 
20 Pike Armed 
5 Sword & Shield 
5 w/Javelins 
15 Archers 


FAS17 
FAS18 
FAS19 
FAS20 


FAS21 
FAS22 


FAS23 


25mm PIG ORC TRIBES 


PIG ORC wiLance riding 
rearing Tusker 

PIG ORC OFFICER riding 
rearing Tusker 

PIG ORC Standard Bearer 
riding rearing Tusker 

PIG ORC Archer riding 
rearing Tusker 

PIG ORC Lancer riding 
rearing Tusker 

PIG ORC Horn Blower 
riding rearing Tusker 

PIG ORC wi/Lance riding 
running Tusker 

PIG ORC Officer riding 
running Tusker 

PIG ORC Standard Bearer 
riding running Tusker 
PIG ORC Archer riding 
running Tusker 

PIG ORC Lancer riding 
running Tusker 

PIG ORC Horn Blower riding 
running Tusker 

PIG ORC shaman 

PIG ORC wiLance riding 
standing Tusker 

PIG ORC Officer riding 
standing Tusker 

PIG ORC Standard Bearer 
standing Tusker 

PIG ORC Archer riding 
standing Tusker 

PIG ORC Lancer riding 
standing Tusker 

PIG ORC Horn Blower riding 
standing Tusker 


PIG ORC Log House 
w/interior 

PIG ORC Straight Stockade 
Wall Section 

PIG ORC Corner Stockade 
Wall Section 

PIG ORC Stockade 

Gate Section 

PIG ORC Square Log Tower 
PIG ORC Log Stockade 

on Hill Mound 

PIG ORC Encampment 
(1XFAS17,6xFAS18, 
FAS19, 1xFAS20, 1xFAS21) 


Trade Inquires are welcome 


NEW 


£1.90 
£1.90 
£1.90 
£1.90 
£1.90 
£1.90 
£1.90 
£1.90 
£1.90 
£1.90 
£1.90 


£1.90 
£0.52 


£1.90 
£1.90 
£1.90 
£1.90 
£1.90 


£1.90 


NEW 


25MM FANTASY STRUCTURE SERIES 


£3.97 
£1.79 
£1.79 


£3.97 
£3.97 


£5.95 


£24.95 


NEXT MONTH: ZARDS, INSECTOIDS, 
DROMA-AKT AND THE SUTH! 


Please mention White Dwarf when replying to advertisements 


Tabletop Heroes /s a regular col- 
umn for figure modellers and 
painters, written by Joe Dever. 


OILS 


Part Two: Application 


When using oils for the first time, choose 
a subject that has very little armour and 
a relatively large area of exposed flesh, 
such as atroll or unarmoured orc, so that 
you can practise bleeding colours to 
achieve realistic skin tones. As with all 
miniatures, the first step is to prepare 
the casting and prime it with a suitable 
undercoat; in this case a matt white 
enamel. 

The first colour to apply is a deep 
shadow to all the creases and areas of 
heavy shade. Our orc or troll requires 
green skin tones, and you should use 
cadmium yellow and ultramarine, mix- 
ing them by adding the darker colour to 
the lighter one (never the other way 
around). If you have never used oils 
before, you may be tempted to mix them 
with your brush, but this must be 
avoided for it will ruin the bristles very 
quickly. Use a cocktail stick for mixing, 
and bear in mind that the main problem 
with mixing all shades is misuse of black 
and white. Light and delicate colours 
such as yellow, white, pale browns and 
reds immediately turn muddy and grey 
if you add black. Similarly, deep reds, 
browns, blues and greens dull consider- 
ably if you add white. Alternative col- 
ours to black and white should be used, 
respectively, for darkening and lighten- 
ing your base colour. 

Having applied your deep shadow, now 
prepare a mid-tone. The mid-tone green 
on our orc is achieved by adding more 
yellow, or a lighter shade of yellow, to 
the basic mix. Use a medium to thin out 
the paint and aim for a consistency that 
is smooth but not runny. Apply the mid- 
tone sparingly to the relevant areas of 
the figure, and blend it into the deep 
shadow tone, (which will still be wet) 
where the two colours meet. 

Highlights come next, and should be 
applied as with the mid-tone — but take 
care to avoid contaminating the 
brightest highlights (tops of shoulders, 
bridge of nose, cheekbones, top of head, 
etc) with any hint of mid-tone. With the 
skin completed, set aside the figure and 
allow it to dry. 

With oils, the drying time is measured 
in days, not hours, but the process can 
be accelerated by the use of quick-drying 
mediums (see TTH, WD75). When the 
skin has dried, re-prime all clothing, 
teeth, eyes and armour with a matt white 
enamel and leave to dry. The procedure 
for clothing, weapons and all acces- 
sories is exactly the same as for skin 
tones: begin with deep shadows and 
work up to the highlights. For armour, 
try thinning some Ivory Black with tur- 
pentine and apply it like a wash. Wrap a 
piece of fluff-free cotton (a piece of old 
shirt or handkerchief will do) around the 
handle of a paint brush and tie it in place 
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with cotton thread. Use this to wipe 
away the black oil wash from ridges 
before it dries; you will find that the 
armour is shaded by the wash, and the 
more you wipe it the brighter will be the 
finish. 

Itis difficult to be precise when recom- 
mending the mixing of oil colours to 
achieve new shades and tones, for the 
possibilities seem endless. However, 
take care when using reds and blues for 
they are the most vibrant pigments and 
should be added in the smallest quan- 
tities. Experiment with mixing, and 
should you achieve a special colour that 
you particularly like, be sure to note the 
constituents and the proportions used, 
so that you'll be able to reconstruct it 
again with ease. 


BASIC GUIDE TO MIXING OILS 
Sesame ome pea 


‘i sige exit 


ow act, Windsor Violet | Windsor Violet 


Dark Cadmium 
Red + Burnt 


Vermilion + 
Cadmium Yellow 


Cobalt Blue + 
Chrome Yellow 


Ultramarine + | Ultramarine + 
Cadmium Yellow | Chrome Yellow 


Burnt Sienna + 
Cadmium Yellow 


Burnt Sienna 


Burnt Umber 
Yellow Ochre 


Burnt Sienna Yellow Ochre 
+BurntSienna | + White 


Burnt Sienna 
Ivory Black + White + (touch) | White 
White lvory Black 


Black+(touch) | Black + (touch) 
Ultramarine White 


THIS MONTH’S PHOTOGRAPHS 

Two recent additions to the ever- 
expanding Judge Dredd range are seen 
here in Figs 7 and 3. Mortis and Fire 
(together with Fear, not shown) form 
Citadel’s JD6: The Dark scere pack, 
which sells for £1.95. Dredd fans can 
look forward to a steady stream of perps, 
mutants, and even an Angel Gang boxed 
set (due for release next month). 


Let's do the Time Warp again... 


Scourge of mind flayers everywhere 
are the three Githyanki that comprise 
Citadel’s ADD69 pack (£1.95), one of 
which is shown here in Fig 2. Further 
additions to the popular AD&D range 
will include Oriental Adventurers and 
higher level monsters. 

art of anew modular system of 15mm 
SF buildings is the Computer Control 
Centre (Torchlight SF10: 65p) seen in 
Fig 4. Everything from an isolated space 
outpost to a full city complex can be 
created from the Torchlight SF range of 
buildings and accessories. The resin- 
cast models offer SF gamers extremely 
good value for their money, and new 
releases are being added to the 
catalogue every month. 

‘Scaley Axel’, featured in Fig 5, is a 
90mm high, 10-piece kit, designed by 
Chub Pearson, and available from Bar- 
ton Miniatures (BM/FAN 3: £11.40 inc 
p&p). This model was painted mainly in 
oils by Pete Wasylko, with the tarnished 
armour finish achieved by washing a 
thin oil and turpentine mix over a basic 
metallic enamel base coat. Note the 
blood dripping from the axe blade (a 
drop of Araldite, moulded as it har- 
dened, before being painted with a gloss 
crimson enamel). 

Fig 6 shows a prize-winning foursome 
of Citadel C15 Orcs from the talented 
hands of Pete Benson. Note the care and 
attention to detail Pete has lavished on 
those bases, and the subtle use of yellow 
highlights on the basic green skin tones. 

Once again Tim Olsen reveals his flair 
for dry-brushing and black-lining in Fig 7, 
a Red Dragon from the Citade/ DG range 
(DG5: £6.50). Tim recently moved from 
London to take over Games Workshop’s 
Manchester store, and further examples 
of his work are on display at the shop. 

Although not strictly a miniature in the 
true sense, the model featured in Fig 8 
illustrates what good figu ure painting can 
achieve. Adrian Bay's ‘Yoda’ started out 
as a nondescript plastic model from the 
Star Wars range and was transformed 
into a work of art by careful dry-brushing 
with acrylic and enamel paints. 0 


Useful Addresses 

Barton Miniatures, Unit 6A, Vinces Road 
Ind Est, Diss, Norfolk IP22 3HO. Send SAE 
for lists. 

Torchlight Fantasy/Sci-Fi, Brookside 
Works, Springfield Drive, Westcliff-on- 
Sea, Essex. Send a 10p stamp plus an 
SAE for latest lists. 

Citadel Miniatures, Chewton Street, 
Hilltop, Eastwood, Notts. Subscription 
to Citadel Journal: £6.00 per year. 
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Photos 1, 2, 3: Phil Lewis 
Photos 4, 6, 7: Joe Dever 
Photo 5: Pete Wasylko 
Photo 8: Adrian Bay 


CLASSIFIED 


All classified ads must be prepaid at the rate 


of £1.40 + VAT (@ 15%) per line, or part 

thereof, display ads £2 + VAT per line. On 

average there are six words (40 characters) 

4 ling. Please send copy and payment to 

ite Dwarf Smal! Ads, 27-29 Sunbeam Rd, 

Park Royal, London NW10 6JP, making 

aeent es payable to Games Workshop 
td. 

White Dwarf regrets that it cannot be held 
responsible for financial transactions arising 
from small ads. Readers are advised to take 
appropriate precautions before parting with 
any money. 


For Sale. At least 500 fantasy figures. Few 
painted. Mainly Minifigs Middle-earth and 
Sword and Sorcery ranges. Some Garrison, 
Hinchcliffe, Heritage. Many monsters. Offers 
over £150. Jim, @ (01) 658 3100. 


Heroic Fantasy is a computerised Play by 


Mail game of dungeon delving which pits 
your party against other players, com- 
puterised monsters and various treasures 
and surprises. £1.50 a turn plus an SAE, 14 
or 21 day deadlines. Send £2 for the rules or 
£6 for the rules and first five turns. (CBM, 
PO Box 94, Bath St, Walsall, West Midlands. 
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Robes, Cloaks, etc made to your design. Send 
requirements tocucog esr: and SAE for 
estimate to: Suzie, 121 Redbridge, Stanton- 
bury, Milton Keynes MK14 6DL. 


Quality Figure Painting Service. Discounts for 
large orders. For full details send SAE to 4 
Dale Avenue, Mossley OL5 9DG. 


Warhammer ll £6, Orc’s Drift £3, Laserburn + 
supplements, £1 each, Battledroids £9, 
Unearthed Arcana £7.50, Traveller Suppie- 
ments 10, 13, £1.50 each, Imperium Atlas £5. 
Also 21 new weapons for Star Frontiers £1.50. 
Cheque/PO (to Matthew Lawrence) + large 
SAE. Matthew, ‘Westholme’, TA24 50P 

®@ (0643) 2239. 


Could you save the world!? Send SAE to 
Those who Know, 4 Pepys St, Harwich, Essex 
CO12 3HG. 


pa at prices you can afford, from the Fan- 
tasy Fij say Foundry. Orcs, Elves, Fighters, 
from 25p! Send SAE to 15 Cross Lane, Dron- 
field, Sheffield S18 6SH. 


Games Sale. RuneQuest, Bushido, Laser- 
burn, Judge Dredd, Space Opera and many 
jazines, figures and game aids. 
ean Cleworth, Mar- 


others. M 
Send SAE for list to: 
land House, Poughill, Cornwall EX23 9EL. 


New Breeds of Dragon for D&D. Send large 
SAE to Monster Makers, 34 Laburnum Cres- 
cent, Netleyview, Hythe, Hants SO4 6PL. 


WDs for sale. Complete set in excellent condi- 
tion, no reprints, individual Foy ang ed. 1- 
50, £120. 1-60, £130, 1-70, £1 5 Ciark, 
2 Thorold Road, Southampton SO2 4JB. 

‘@ (0703) 582 654. 


For Sale: MERP and accessories, Traveller 
and accessories, T&T, Cail of Cthulhu, After- 
math, RuneQuest, Gamma World, Champ- 
ions, Golden Heroes, D&D modules, White 
Dwarfs, Judge Dredd. Prices haif original. 
Good condition. Matthew, @ (01) 876 8930. 


GAMES WANTED! 


james, magazines and 
Many games 
for sale at reduced prices—your old games 
bought. For our latest newsletter send SAE 
to: R S Games, 74 Tarvin Road, Littleton, 
Chester CH3 7DF. 


Pasay pictures etc needed for new fanzine. 
ies! Write to Cult of Anubis, N 

Bonk: Grange, Claverdon, Warwicks. 

Citadel Dwarf army and cannon (100 figs) £35. 

50 Samurai, 4 Riders, 2 cannons £20. @ (041) 

880 6759. 


New and used 


scenarios bought and sold. 


Horse Manure fanzine, issue one. Send 50p + 
mp. S r, 28 Battle Road, Hastings, 
East Sussex TN37 7AB. 


Warhammer. Figures for sale: orcs, goblins, 
dark elves, siaan, Most figures below half 
Sega Send now for a list to Andy, 17 Athene 

rive, off Wood Lane, Ashenhurst, 
Huddersfield W Yorks. 


od detail, always 
e. Makes 
es 


Figure alloy, easy melt, 
sralebie, 10Ibs £7 plus Vey 
300 25mm figures. George Vi 
Green, Barton Hill, Bristol BS5 

@ 557 165. 


SMALL ADS 


THE SEVEN KEYS OF RHYMOOR 


A PBM RPG in which you search for the 7 
keys. 7 countries, 100s of towns, many 
NPCs. SAE for information or £5 cheque/PO 
made out to R Joyce for setup and 2 turns. 
Future turns £1.50 each, send to RJJ 
Games, 29 The Queen's Drive, 
Rickmansworth, Herts WD3 2LN. 


ATTENTION WARGAMERS 


Warscapes. Perfect for Warhammer 
players, wargamers, Games Masters etc. 
Module landsca: capes ve with endless permuta- 
tions. Making e and realistic battle- 
grounds possible at inexpensive prices. 
Interested? You should be. All it rakes isa 


stamp to Warscapes (Dept WD), 19 
Glebeside, Witton Gilbert,Durham. 


For Sale unpainted, unbased 25mm Citadel 

miniatures. 40p each or 10 for £3. Regiments 
of Renown £3.50 (boxed). Also Fellowship of 
the Ring £15. Rob, @ (03745) 52782 after 6pm. 


Sale! FRPG: D&D, AD&D, etc, modules, 

all new and incredibly cheap. SAE list: 

R Scarisbrick, 44 Manor Drive South, Acomb, 
York YO2 5SA. 


Hunt 1987: The Purple Pegasus is 
hiding. We know where. Can you solve the 
clues by 1st Feb 1987 and win the Pegasus 
and his treasure? 1987 Prize Puzzle Calendar 
now available: £5 or send SAE for further 
details to Party Packages, 160 Hearsall Lane, 
poi CV5 GHH. Trade enquiries wei- 
comed. 


Traveller character generator: for the BEC 
computer, This professionally written pri 
ram will produce a full character in seco! 
Disk £4. Tape £3. + P&P 2(0206) 330 932. 


For Sale complete Grenadier (UK) Fantasy 
Figures range: brand new & aimost 2- 
Bryan, # St Helens 29729 or SAE to 1 Kiln 
Lane, St Helens, Merseyside WA10 4RB. 


For Sale. 500 erage athe ures Lapa 
unpainted — offers. £50 worth of Ca 

(mint condition) £35 ono, yams bi Doom 

£6, Cross of iron £6. Kevin, @ (01) 883 4499. 


Warscapes refreshes the games that other 
landscapes cannot reach. Details, senda 
stamp to Warscapes (Dept WD), 19 Glebeside, 
Witton Gilbert, Durham. 


Mobster 1920s PBM. You control a mob of 
merciless gangsters and attempt to become 
another ‘Scarface’ in the town of Wyneburg 
through dealin: ~ with the various vices com- 
mon to the prohibition era. Thoroughly 
playtested. Send large SAE addressed to 
Mobster, 38 Laurie Crescent, Bristol BS94TA. 


ink asec Cthulhu boxed set vgc £7.50, MERP 
cit Sy sp books vae £5 each. Dave, @ (0477) 


3! Multigame scenario, Traveller 
solo, Paranoia and Rolemaster columns, 
humour, fiction, reviews, articles, news, 
letters, sheep, video spot, contact. Booklet 
from 56p! D Evans, 3 Newton Park View, 

is 7. 


Did Grom’s goblin guard defeat Bugman’s 
dwarf rangers on a Warscape? 


Sale: Dwarfs/Imagines/PBM magazines. SAE 
for list to H Paul, 9 Brechin Close, Hinckley, 
Leicester LE10 OUX. 


Sale: RQ3 (deluxe) brand new £32. Also FOTR 
boardgame—new £18. Bill, @ (0422) 844507. 


Bargain! 32 FF books vgc. New £60 only £45 
ono, @ (0775) 61609. 


For Sale: Grimtooth’s Traps, D&D Mop 
monster book, Unknown Gods (D&D aid) 

New York, New York, Thunder over 
Jétunheim, all £2 each. lan, @ (026585) 516. 


For Sale. DMG,PH,MM,MM2,UA £35 + P&P. 
Will split (€6-7) Keith, @ Brighton 692 001 
eves. 


Sale. Nearly 400 mostly wee fantasy 
figures — elves, hobbits, aes orcs etc + 
Warhammer 1&2 +FoF. red to do am 
deals £130.@ Leigh Sinton (0886) 33146. 
‘Professor, we're going to die!’ Steve shouted 
as he kicked the door. 

‘Wait! Ail is not lost,’ said the old man. 
‘Someone, maybe another victim, has left a 
copy of Sound & Fury 2 here’ 

‘The legendary ry fanzine? Are you sure?’ 

"Yes. It’s all here: the fantasy scenario, 
fiction, satire, the AD&D, Traveller and 
es articles, the reviews, cartoons, chat 

much more. Just think it only costs 60p 
including Pa from James Wallis, Manor 
je Bealings, Woodbridge in 
Suffolk!’ 


‘But how will it help us escape?’ 
‘It won't, but we can read it to take our 
minds off our imminent death...’ 


Games For Sale. Chivairy & Sorcery (1st Ed) 
Bireme & Galley, Swords & Sorcerers. Also 
WD 1-20. Offers? Gordon Robinson, 4 ‘Fre- 
derick Road, Sutton Coldfield, West Mid- 
lands. @ (021) 354 8408, 


Merchandise — Diplomacy, Arnhem War- 
game, Doctor Who material. Cheenaab, 
® Romford 41351 after 4.30pm. 


Sale, Bargains. Flax, @ Bourton 2976. 


Figures Painted and characters drawn. Inex- 
pensive rates, for details and sample sketch 
send SAE + 50p to Quick Draw, 6 Strode 
Street, Egham, Surrey TW20 9BT. 


Dragon Magazine Nos 4,6,7,8,9,11,12,13,17, 
8,19,21,22,23,24,29,30,31,45,46,47,58,62. 
Offers. & Motherwell (0698) 51523. 


Football Crazy PBM is now into its third sea- 
son! Send 25p and SAE for rules and free 
news sheet to Darran Cooper, 21 High Street 
Moulton, Spalding, Lincs. 


RPG and figure sale: @ (0501) 31224. 


selling Car Wars + Sunday Drivers, £6. Also 
various unpainted Citadel figures. 
71) 6593 (Spm-7pm). 


PBM...new game. Choose between criminal 
or exterminator and enter the dreaded city of 

Endlethorn in search of your fortune. For 
further details write, enclosing SAE, to DM 
Cooksey, 2 Pemerton Road, Basingstoke, 
Hants RG21 2LW. 


Bored Sundays? Bored no more! 
SPACE ODDITIES 
Buy and sell new and used fantasy and 


science-fiction books and games. SAE for 
mail order list/fanzine. 


Tuesday—Sunday 10am-6pm 
Oddities Market, M2773 Chalk Farm Road, 


London NW1, # 267 1666. 


TAROT CARDS. Over 90 different packs, 
Full instructions, + books — magic, occult, 
earth mysteries, folklore, ic teachings, 
astrology, hypnosis & much, much more! 
Cotour omy ag £1 (refundable with first 
order). The Tarot Workshop (Department 
WD4), 17 Kiln Lane, Hadfield, Hyde, Cheshire 
SK14 7AU. 


For Sale: modules, monster cards, PH, 
Gamma World, Basic & Expert rules, Traveller 
Set, Titan Books. Send SAE: E Maw, Manor 
Farm, Strode, Winford, Bristol. 


AD&D, Car Wars and especially Traveller 
books, adventures and play aids for sale, also 
pt sacoay aay i aay 25, 

ntpenny Farm, Craig's Lane, Mount 
Bures, Colchester, Essex CO8 SAP. 


interesting 2nd stuff for sale. Send SAE to 
A Wixon, 39 High St, Prestwood, Gt Missen- 
den, Bucks HP16 9EL. 


, painted with NPC sheet. Orcs 
vee too also available. Send SAE stating 
interests or £1.20 for sample. Prices from 
£1.10, Philip Robinson, 85 Drew St, Brixham 
TQ5 SLA. 


Trizine — D&D,CoC, Trav zine. 3 
scenarios only . 41 Pageant Drive, 
Aqueduct, Telf 


All Tudor Armoury activities now at Tudor 
Lodge, Salmon Lane, Annesley Woodhouse, 
Notts NG17 SHB. @ (0623) 753 462. 


Thunderwind: Nota fanzine, not a magazine, 
amega-zine!!!!!|ssue 0 (60 pages ges), issue 1 (80 
ital 


pages) 75p each (inc P&P). bie for any 
system. ‘ py the best in the world’ — 
Simon. From P Dawson, 87 Newburgh Cres, 


Aberdeen, or J Daiziel, 27 Forvie Terr, Aberdeen. 
HELP 


Contacts, messages, non-commercial adverts 
(for free items only), wanteds and swaps may 
be advertised free up to 25 words. ads 
will be charged in their entirety at£1.40 + VAT 
per line. if you are under 16, and wish to place 
an ad which involves people contacting you, 
on A Ate ill be eine 
or guardian. A signature wil requ as 
po ssc of their consent. 


scenarios. Write to K K, 41 Trenchard Ave, 
Ruislip, Middlesex HA4 6NP. 


Penpal Wanted! 16 yr old male AD&D/D&D 
plover would like penfriend male or female. 
lease write to Gordon Stewart, 67 Cardowan 
Rd, Stepps, Glasgow G33 6AA. 


Venerable Adventurer seeks other AD&D vet- 
erans to help him prove that life does not end 
at 21. Jon, @ (061) 962 1144, 


Lord Fartbrain. Are your minions ready to 
surrender, Uggy. 


54 


Desnerensly moomet RuneQuest 2 stuff like 
P nds... Send offer for Sami 
Koskinen, Vuoritie 22, 34800 Virrat, Finland. 


Announcement! A smial is born. The Menel- 
—_ smial sends greetings throughout the 
land. 


Announcement: Good luck to Alan and Julie 
the Dwarf. Keep on slaying! Impeezer. 


The 5 hilus Athenor, son of 
Alexius, is pleased to announce his engage- 
ment and marriage to the Fighter-mage Calla 
Desdemonus, daughter of Taryak. ignore this 
notice: if her alignment ——_ falls shrough, 
if she kills him, if she finds a rich nobleman, if 
they get a divorce, if 


Needed. First and Second Citadel Compen- 
dia. Am willing to pay £4 each, £9 the pair. 
Must be in good condition. Interested? Chris 
Esplin, 6 London Rd, a Blewbury, Oxon OX11 
9NX @ (0235) 850100 


fron Orchid. Wanted, discursive articles, fic- 
tion and art for a quality fanzine. Free issues 
on Sy egaee Nick Edwards, Cherry Lea, 
Wells Rd, Dundry, Bristol, Avon BS18 8NE. 


Galileo of Norwold, are a dirty back-stab- 

bing coward, find a hole to crawl into cos I'm 
ing to level your castle. Answer if you dare. 
mpeezer. 


Were you at Games Day? Did you lose atin of 
vanes dice while pl. yin Railway Rivals? \f 
so, please contact D: ere 102 Priory 
Road, Milford — Dyted SA 73 2ED 
(06462) 2752 


Listen to my speach Tarin, Flint, Begol! Hand 
over the glaive now! (Laranon). 


Pelathor of Norworld you smell like a Dra- 
gon’s bot. Take a bath or I'll give you one in 
acid. Watch your back. Impeezer. 


Is there anyone going to Gamesfair who 
would be interested in corresponding with a 
solitary 171 yr old role-player. if so, please 
write quickly to Sean wag 10 Malvern Walk, 
Oakham, Leics LE15 6NJ 


Star Trek Lives! USS Anubis is the Lincs/Sth 
Humberside branch of Starfleet, the 
worldwide Star Trek club. If you like Star Trek, 
sci-fi and RPGs, send an SAE to Lt JG o_ 
Brown, 4 King's Court, Scunthorpe, Lincs. 

We'll tell you all you want to know. 


Bob Lawrence: if you are Garfield, please 
may | be your Pooky? Many hugs, loves and 
kisses; Killashandra Ree. 


Epitaph: Nobby Noggin is dead. May he rest 
in pieces. 


Lee Brett, (16) son of Metabolic Steroid, the 
deformed one, seeks female penpal. Write to 
122e Hardy Court, Bollo-Bridge Road, Acton, 
London W3 8DE. 


Sale of Golden Heroes, Basic Traveller + sup- 
plements + adventures, Basic D&D, all sorts 
of modules: Gary, @ (01) 851 0067 (eves). 


Killer. Can anyone provide me with the old 
Steve Jackson game Killer? Please write to 
Paul Eagle, St Edmund Hall, Oxford OX1 4AR. 


Problem! One veteran-medium she-elf wants 

ay MERP, D&D, needs people in Bedront, 
Feltham, Ashford etc to play it with. Lisa, & 
(01) 890 3310. 


Gloucester AD&D warrior has not done battle 
for 3 yrs, seeks battle has war horse will 
travel. Dave, @ Glos 410 607, 


Urlic ironciaw: you can’t cheat forever, you 
snivelling dog. Answer if you can find the 
guts. Impeezer. 


Non-Sexist, longstanding AD&D spoken 
needs players — over 18 — Finchley,near Tube 
A og Ho corner. Geof Hogan, @ (01) 346 


Jeferic Hilrix of the Fighting Patriots has fallen 

to Ona-Jen, by the swordsmanship of her 

i love for the first Star of Darkness. 
ndy. 


New fanzine looking for material. Will reward 
with free issues. Also, advertising for -_. 
amateur companies. Moussa Clarke, Ri 
eo Park, Shinfield Road, ending te Berk- 
shire. 


Penpal. American Male see! —- ween 
from England that knows 

Brian, N Bethmaur Lane, Gionaale ¥ wi 
USA 53209. 


wash eos | need you to fill in a small 
guectonare, Form oe) osere — please ring 
imon Begg, @ (0926) 


Swap Star Trek (RPG, module and minigame) 
vgc, worth £23, for Judge Dredd RPG. Doany 
females (16+) play all Simon, 

‘® Edinburgh 666 1419. 


KJC Games, Britain's leading Play By Mail company, introduces to you our new Play By Mall game of Xenophobia, Conquest, and Space Warfare calied 


Capitol features - 
®Astrategic space warfare game, completely computer 
moderated. 
® Approximately 35 players per game. 
Players design their own race’s characteristics: and: .: 
description. 
Construct bases on your planets for protection and 
production. 
@Design your own starships and build them at your star 
bases. 
@®Expand your empire and conquer other races. 
@ An ‘advanced stage’ of the game introduces new 
technologies of stargates and improved ship movement 
capabilities. - Ae fonake a 
®Capitol’s simplified order formats are easy to’ RES 
remember. No coding your orders onto computer cards Sis} 
or other gimmicks. qe.’ 
Capitol has an easy to understand rulebook, complete \Y N 
with numerous examples. by ia 
Capitol was subjected to the largest playtest of ANY — 
commercial PBM game. Over 100 players playedover | - Aw 
* 4500 turns of Capitol prior to release. “. ” 
@Runs on an IBM PC, using 512K. see 
“Capitol is fast becoming the standard against which 
other space warfare games are compared." vee 
@ With each rulebook you receive a set of overlays to use . 
—  inmapping the game and moving ships. a 
® Mapping Capitol is extremely interesting, using the 
computer printed maps you receive with your turn 
results. 
@No due dates. Capitol allows you four turns per month. 
Most other computer moderated games have the usual 
~, one turn every two weeks. 


. 


KJC Games has been running Play By Mailgamesfor ~ *, ~ 
about five years now and our reputation for giving good, 
exciting games and a first class service is second to none. 
-Our team of professional Gamesmasters will usually reply , 
_ to.your turn within 48 hours. * 


ee 
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"Readers in North America should write to Adventures By 
Mail, PO Box 436, Cohoes, NY12047, forinformationon °. 
Capitol. zis 


EAR] H WOOD 


25 players compete to be the ¥ ultimate ruler by controlling all the developed 
cities, either singularly or with an alliance. A typical game will last about 
18 months, with the first knockouts usually starting after six months 
Each player Is either a king of a fantasy race or a powerful charismatic character 
You can recruit trolls, wildmen and control powerful creatures such as dragons 
Your characters will capture and control cities, upon which you can spend gold to 
improve security, workshop production, defences, and maintain and enlarge 
your army. With gold, your wizards undertake magical research. Spies search out 
enemy strongholds and then attempt acts of sabotage, theft and assassination 
These are just a few options available to a player in Earthwood 
Earthwood ts computer moderated but the turn sheets and replies 
are written in plain English 
No need to look through complex charts and code books to understand this game 


Europe's most popular Play By Mail game 
- the fantasy Campaign game with over 
1,000 piayer parties already participating 
To enter, send £6.00 for rules, setup, first 
three turns and copy of latest newsletter 
Further turns £1.75 each 


send to: KJC Games, PO Box 11, 
Cleveleys, Blackpool, 
Lancashire FY5 2UL 


Welcome on - (0253) 866345 


ee 
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o enrol in Capitol: senda £6. 00 
cheque/PO/International Money Order 
payable to KJC Games. For this you will 
receive the rulebook, setup and first two 
turns. Each turn of Capitol costs £1.75 for 
the first 60 orders. Each additional 30 
orders costs 75p. European players are 
welcome. 


EARTH WOOD 


Toenrolin ¥ Earthwood send a £5.00 
cheque/PO payable to KIC Games 

For this you receive the rulebook, 
setup and first three turns. 

Future turns are £1.50 


The DUNGEONS & DRAGONS* 
Fantasy Role Playing Game Master Rules 


New dimensions to explore.... 


New levels of excitement to 


experience... 
New skills to master... 
The paths to Immortality.... 


Available now from better games shops or, in 


case of difficulty, contact: 


TSR UK Limited 

™ The Mill 
Rathmore Road 
CAMBRIDGE CB! 4AD 


DUNGEONS & DRAGONS is 4 registered trademark of TSR, Inc. 
© 1985 TSR UK Limited. 


ICE LEADER ry ig. Bi) 3) + » MABE) NY. 2ND DOCTOR 


> Yes! Citadel’s new range of Dr Who 
Miniatures boasts Doctors, Time Lords, Ice 

Warriors and Daleks with a further promise of more to 

come at an advanced point of the current spacio-temporal 

continuum. All good news for devotees of the famous time 

traveller, players of the splendid role-playing game from 

FASA and, of course, loonies with a thing about telephone 
boxes. Dr Who Miniatures are in your shops now, look 

out for the special blister cards. 


THESE MINIATURES ARE 
SHOWN a THAN LIFE 


9 


-%*. ; x 
ICE WARRIOR 1ST DOCTOR 


YOU NEVER KNOW WHAT YOUL FIND AT 


Unit 162 Marsden Way 
_ Arndale Centre 
Sas __Tel: 832 6863 _ 


NOTTINGHAM 
41a Broadwalk, 
Broadmarsh Centre 


N 
1 Dalling Road, 
Hammersmith, 
Tel: 741 3445 


} | Unit 37, West Court 
New Street Shopping Centre 
i Tel: 632 4804 -: 
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. GAMES WORKSHOP - THE SPECIALISTS +: «:. 
IF WE DONT HAVE IT: ... THEN YOU PROBABLY DON’T NEED IT?! 


. 
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Please mention White Dwarf when replying to advertisements 


ESSEX FANTASY 


25mm ROLE PLAYING MINIATURES 
NEW  woopeLves 


103 Archers firing 3 different figs per pack 92p 
104 Archers firing 3 different figs per pack 92p 
105 Leader with sword pointing 39p 
106 Leader rallying men 92p 
107 Armoured leader with sword and dagger 92p 
108 Female archers 3 different figs per pack 92p 
109 Spearman 3 different figs per pack 92p 
110 Females with spears 3 different figs per pack 92p 
111 Two handed swordsmen 3 different per pack 92p 
112 Fighter with axe 39p 
113 Fighter with two swords 39p 
GREAT NEW 
WOOD ELF ARMY 
OFFER 
60 FIGURES 
JUST £15.95 
POST FREE 


DON’T MISS IT! 


AMERICAN EXPRESS — TELEPHONE ORDERS 0 0268 682309 — VISA — ACCESS 
ESSEX MINIATURES, UNIT 1, SHANNON CENTRE, SHANNON SQUARE, THAMES ESTATE, CANVEY ISLAND, ESSEX 


Sait 
TARS EARCH . 
= = 


A Tacticas ia 
through the hazards hazards of deep space 


oT RATSOPS 


THE GAME OF STRATEGIC 
AIR OPERATIONS 


Available from el local stockist or— 


ee romourshop at 
SPRIT Ist floor 
S Croydon Indoor Mkt. Park St. 
Games 017600078 


Croydon's leading R.P.G. & Fantasy Figures stockist 


161, Linthorpe Road, Middlesbrough, 
Cleveland. Telephone: (0642) 247553). 


Stockists of:- 

Games Workshop, Citadel, Games 
(of Liverpool), Tabletop, Skytrex, 
TM Games, Denizen, Torchlight, 
Flying Buffalo, Standard Games, 

and many more. 


Computer software: 
For the most popular computers ie. C64, C16, 
Spectrum, Atari, BBC, Amstrad and MSX etc. 
Mail order (+121 %) P & P. 


Make tracks to 
The 
GAMESKEEPER 


105 Cowley Road, 
Oxford 


fi) AS Telephone: 
ated Tih (0865) 721348 
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Please mention White Dwarf when replying to advertisements 


The Masters in Oriental Role Playing Miniatures 


Our Range of Figures includes: — 

Samurai Lords, Foot Samurai, NINJA, 

Ronin, Monks, Oni, Goblins, Women Samurai, 

Also:— Asiatic Hordes, (Mongols etc.) Vikings, Wars of 
the Roses, Sedgemoor. 

Pack Horses + Camels, Oxen, seperate weapons 

and accessories etc, etc. etc. 


MORE 15MM SAMURA/ 


SEND £1.50 FOR OUR 
FULLY ILLUSTRATED CATALOGUE. 


Our distributor in the USA & CANADA & 
is Mr. J. Hood ‘WARGAMES’, 1410, 
Promenade Bank Centre, Richardson, 
TEXAS 75080. 


— 


including Post and Packing! Army includes 202 figures! 
Available by DIRECT MAIL ONLY. Send only £1.00 for 2 
sample figures and illustrated Army List! 


See at Salute ‘86, Kensington Town Hall, 
London W8, Saturday, 12th April. 


NINJA POSTER — Superbly eyecatching! ONLY £1.50 
including Post and Packing 


DIXON MINIATURES. Unit 28, Spring Grove Mills, 
Linthwaite, Huddersfield, W. Yorkshire. Tel: (0484) 846162. 


SSIES 
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ISN'T IT ABOUT TIME YOUR 
DUNGEONS MOVED INTO THE THIRD DIMENSION? 


Rooms, passages, steps, accessories - everything you 
need to’ convert your dungeon master plans into a 
Table - Top Treat EVERY TIME! Corners, junctions, 
dead - ends etc. are available too, to make our system 
super - flexible. Plus our range of Specials:Dragon‘s 
Cave, Wizard's Room, Tavern, Throne Room and 
Spider's Lair. All cast in sturdy resin with gridded 
floors and detailed walls, to 25mm scale. Prices from 
75p to £6.75. Also available, our new 15mm range of 
Science - Fiction buildings and accessories. 


‘ 
2 


Send Stamped Addressed Envelope for details to:- 

TORCHLIGHT, UNIT 15, BROOKSIDE WORKS, 

SPRINGFIELD DRIVE, WESTCLIFF - ON - SEA, 
ESSEX. SSO ORA, 


or enquire at your local games shop. 
*#*****STOP PRESS — NEW RELEASES******* 
A16 Circular Tower Room with Doorway.......... £2.45, 
B7 Passage section partially blocked with rubble.95p. 
C19 Set of small (15mm) doorways... 7 SPs 
BO Grim BOCs ccacoovaas v0 oi csdesctonaspckabenbersssscbboseoned 75p. 
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: Andelen, PO Box 4, Ochre River, Manitoba, Canada} 
France: Jeux Actuels, BP 534, 27005 Evreux Cedex. 
Italy: Ital Model, 20129 Milano, Via Sirtori, 10. 
Norway: Aen, Oygardveien 72, N1340, Bekkerstua. 
Sweden: GMS Import, Magistratv SIB, $222 43, Lund, 
W. Germany: Fantasy & Science Fiction, Wandsdexer 
Chaussee N45, D200 Hamburg 76. 


Please mention White Dwarf when replying to advertisements 


SAVE OVER £30 ona GOBLIN ARMY ONLY £79.95 


10 Skerry Hill 
Mansfield, Notts 
Open Monday 1pm-6pm 
Wednesday 2pm-7pm 
Remainder 10am-6pm 
aK 


Stockist of Citadel, Asgard, 
Essex Miniatures; Torchlight 
and Gallia products and more 


Ministurte building acceasorics for 
——————_ mm gaming ond modelling 
‘ Dungeons, caverns, Great Halls, 


Manor Houses, Temples, Towers... . 


= #Catalogue:£1.20 [£1.50 for Europe): 

OTHERWORLD ARTIFACTS, Annandale, 

~. _ Duncton, Nr. Petworth, W. Sussex. aes 
Trade Enquiries Welcome (window 
displays to order) 2€ACCESS/VISA 


\ 


Cemple of Games for London 


* 
and the Home Counties 
|EISURE GAMES 
AT 
* 


91 BALLARDS LANE 
FINCHLEY, N3 


01-346 2327 


(Just 3 minutes walk from FINCHLEY CENTRAL UNDERGROUND) 


OPEN 6 DAYS A WEEK 9.30am-6.00pm (SAT — 5.30pm) 


FULL RANGES OF: AVALON HILL, BEAST, 
CITADEL, COLUMBIA, FGU, GRENADIER, 
GDW, JUDGE’S GUILD, MAYFAIR, PACE— 
SETTER, PRINCE AUGUST, SLEUTH, 
STANDARD, TSR, TORCHLIGHT, VICTORY, 
— and much, much more — TRY US!! 


Choose your weapons... 


and your armor, and your shield. You’re ready to fight it out — 


Steve Jackson, designer of Car Wars, Ogre/G.E.V., and Illuminati, now brings you the fantasy combat system 
from GURPS — his upcoming Generic Universal RolePlaying System. Man to Man is an exciting, highly realistic 
game of medieval combat. Design your own fighter — swordsman, archer, martial artist, fencer — exactly the character 
you want. Then fight it out in the arena against your opponents. If you survive, you'll improve your skills and abilities 
— if you survive. ... 

Man to Man is a smooth-playing boardgame, and you can use it as a realistic combat system for any fantasy or 
medieval roleplaying game. Special rules let you create elves, dwarves, halflings, reptile men, and the other nonhuman 
warriors of high fantasy. a 

80-page rulebook, including 20-page pull-out section of maps, charts, and Fae 
pregenerated fighter characters, plus Cardboard Heroes® miniatures. 7 


aee/ 
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Oreslayer is the first Man to Man supple- 
ment. Four new maps, new rules, non-human 
characters, and nine full-scale scenarios to play 
as separate combats, or link to form one long- 
playing adventure. And Oreslayer includes the 
Reaction Table from GURPS. 

48-page book, including 20-page pull-out 
section of maps, tables, and 15 
pregenerated characters. 


Shot Tower Studios 


MARBLED PILLARS +g , 
2 Ww 

Drill and pit here bohemia lsd 

betore assembling ‘ 


buttressing, 
the sturdy wood beam Inside, timbered 


STURDY WOOD BEAM 
(Hides top of hinge) 


CAST-IRON COOKER 
Hinged to reveal a secret 
portal 


INSIDE THE DEN 
Secret door closed 


“ASSASSINS TABLE" 
ignore the loot . ..first locate the hidden weapon 


THIEVES KITCHEN No 92 


We have a really GREAT range of diorama sets and accessories 
available, made in response to our customers suggestions, ancient 
and modern. All cast in high quality white metal and in 25mm 
scale, sets for medievil adventures, taverns and alchemist’s or the 
thieves den No.92 above, through to more recent times with a new 
Inn, or burglar with explosives and a safe to crack, plus all kinds of 
furniture and a nasty trap or two. Get your own “Shot Tower” 
now. 


You could also "Find a Lost Dwarves Mine” or 


“Champion the Brownies Cause” or any of 8 
other Quests - as well as the Ringquest! 
Ringquest is a PLAY BY MAIL, Fantasy 
Role Playing game. You control up to 14 
cherecters with hundreds of possible actions. 


Please send the 20 page Rulebook FREE to my 
Australian address; o/seas A$3 or US$3. 


For Price List Send SOp — Postage, etc. 


LOOK for the Limited Edition Castings “Shot Tower” in your 
better games stores, or direct from us at: 


bee ie The Shot Tower Studio 
| ee Limited Edition Castings 
Ze es) 38 Mill Farm Crescent 
Hounslow TW4 5PG 


THE 
“WARLORD I 


GAMES SHOP GAMES SHOP 
Stockists of Stockists of 
DUNGEONS & DRAGONS DUNGEONS & DRAGONS 
Most RPGs and Supplements Most RPGs and Supplements 
* Wargames * Fantasy Games * * Wargames * Fantasy Games * 
* Science Fiction Games * * Science Fiction Games * 
. Figures by Figures by 
3 CITADEL * ASGARD * GRENADIER CITADEL * ASGARD * GRENADIER 
= Tabletop 15mm SF & Fantasy Torchlight Fantasy & SF 
= Davco Microtanks, Ships, Planes Paints * Dice * Brushes * Magazines 
e Platoon 20 * Gallia Buildings PLUS 
s Torchlight Fantasy & SF Chess * Backgammon * Mah Jong 
Rulebooks * Integral Terrain and a selection of other traditional 


Paints * Dice * Brushes * Magazines and Family Games 


818 London Road, Leigh-on Sea 362 Chartwell Square, Southend 
Tel: Southend 73308 Tel: Southend 615988 
Open 9.30-1.30 and 2.30-5.30. Open Mon-Sat 9.30-5.30 

Closed on Mondays 


THE SENTRY BOX 


50a HIGH STREET, THAMES DITTON, 
SURREY. 
TELEPHONE: 01- 398 4988. 
OPENING HOURS: Mon - Fri 12.00-5.30 ms 
except Wed closed. Sat 10.30-5,30 # 


66 GEORGE STREET, HULL, 
NORTH HUMBERSIDE. 


We stock comprehensive ranges of:- 

ESSEX, DIXON, GAMES WORKSHOP, 

CITADEL, CHRONICAL, TABLE TOP 

GAMES, QT MODELS (more to follow) 
PLUS 

HUMEROL PAINTS,and BRUSHES etc. 

DICE, WHITE DWARF. GAMES (various) 


TELEPHONE: (0482) 24910. 


DAILY OPENING HOURS: 10am till 5pm. 


NEW GAMES, RPG‘s and SCENARIOS 
ARRIVING EVERY MONTH. 


KEK NEW THIS MONTH ****#### 
TERROR OF THE LICHEMASTER ( WARHAMMER). 


MAIL ORDER AVAILABLE 
10% DISCOUNT TO ALL CLUBS 


Please mention White Dwarf when replying to advertisements 62 


"| Fé Cleric in Plate 


SEND SAE FOR 24 PAGE CATALOGUE 


TABLETOP GAMES 
53 MANSFIELD ROAD, 
DAYBROOK, 
NOTTINGHAM 


P&P: 10% (min 16p) in UK. 
OVERSEAS: Surface Mail 15% (min 15p); 
Airmail 60%. 


REAPER 15mm FANTASY 
CHARACTERS MONSTERS 
12p each Ape 1Sp 
Fi Magic UserwiStaff = Ogre (25mm) 0p 
F2Mag.Userw Wand — Troll (26mm) wp 
F3ClericinChainmall Ghoul 12p 
‘Skel'ton Warrior tap 
Liche 5p 
La'manw Club... 20p 
Lir'man w Swit 20p 
Naga 20p 
Gargoyle 20p 
Wyvern £195 
Tread Hydra 0175 
Mounted Lord 
of Chaos 
Mounted Knight 
ot Chaos 3p 
Lord of Chaos 15p 
Knight of Chaos 15p 
Minotaur 


P5 Thiet 

F6 Assassin 

F? Bard 

FB Fighter in Chaerman 

F9 Female in Plate 

F10 Female MU 

Fi) Female Cleric 

F12 Ferale Thiet 

F19 Female Fighter 
inChainmail 

F14 Female Fighter 
in Plate 

FS Dwart in Chainmail 
with Axe 

F16 Owarl in Plate 
with Axe 

F117 Dwartin Chaiamai 
with Sword 


36p 


GIANTS 

Milt (30mm) 

Fire (40mm) 

1B Dwartin Plate Frost (50mm) 
with Hammer Stone (40mm) 

FISEI Magic User Em 

F20 EI Fighter 

FLYING REPTILE 

With Lord of Chaos 
Ader £1.50 

lor Chaos Knight Rider) 


DRAGONS 
Red Dragon 
Black Oragon 


£1.95 
1% 


DEMONS 

Winged Fiend (30mm) 
Satanic Archdeacon (40mm} 
Balrog (35mm) ; 
Manticore 20p Giant Slug 
GOBLINS 

Goblin Standard Bearer 

Goblin advancing with Sword 
Gobiin attacking with Sword .. 
Goblin attacking with Axe 


CHARIOTS 
2- Horse, Scythed Chariot with Rider 


=GAMESMASTER 


SCOTLAND'S PREMIERE HOBBY 


EDINBURGH 
13 Forrest Road, 


YOUR GATEWAY TO ADVENTURE 


“Midland Ganes 
Cen t re of Coventry & Warwick. 


LARGE SELECTION OF GAMES AND MINIATURES 


* PERSONAL SERVICE 


SHAMBLES PARADE 


21 HALES ST. 
COVENTRY. 
Tel, 24612 & Games. 


REAPER 

Revised Edition of the most popular 

Fantasy Wargame Rules £2.95 

Attack of the Fungoid Trolls 
(first Reaper scenario) 

Reaper Starter Pack 

(Basic Rules, dice & 

15mm fantasy forces) 


75p 
£14.50 


two small 


NEW 15mm REAPER 
FIGURES 


Lizardman with Spear 
Lizardman with Axe 
Goblin with Spear .. 

| Wizard on Throne 

| Centaur with Bow 
Centaur with Spear 


ORCS 

Ore with Axe 

Ore with Scimitar 

Ore advancing with Sword 
Ore with Spear 

Orc striking with Sword 
Ore mounted on Dragon 


CHARIOTS 
Good 


Evil 


FANTASY & ROLE-PLAYING RULES 
Monster Combat (TTG) 

Once upon Time in West (Gun Fight) 
Volume 4 of above 

Rudis (Gladiatorial) 

Retinue (Medieval Skirmish: 
Heroes (Dark Ages) 

Pony Wars (Indian Fights) 


SF AULES (TTG) 

Combat 3000 

Combat 3001 (for above) 
Starguard 

Starhound (Fighter Combat) 
Encounter (Space Action) ...... 


STORES 


GLASGOW 


536 Great Western Road, 


Edinburgh EH1 20H Glasgow G12 8E2 


Tel: 031 226 3354 Tel: 041 334 1583 


UNIT 8, THE KNIBBS 
SMITH ST. 
WARWICK. 

Tel. 401104. 


COVENTRY 9.00 — 5.00 
STUDENT (NUS) DISCOUNT WARWICK 9.30 — 5.30 


CLOSED THU 
& SECOND — HAND GAMES RSDAYS 


Metal Magic 


SUPERB NEW RANGE OF 25mm FANTASY FIGURES BY GERMANY'S LEADING 
DESIGNER, FROM TTG. 


THE TAVERN 


ORCS (2) 
198 with two - handed ax: 
19bwith two - handed po! 


19e with Club.... 

PALLADINS 

200 Full plate with two - handed sword . 

20b Full plate with long Sword... 

20c Full plate with Sword & Shi Pp 
20d Chainmail with Two - handed Sword 45p 
20¢ Chainmail with Mace... .. 45p 


NEW F ROM 
TABLETOP 
GAMES 


Serving Wench 

carrying turkey 

on plotec... . 
TV 10 Pair of seated ‘drunks. 
TV11 Sleeping drunk... 
TV12 Whore with client. 
TV13 Blind Begger.......... 
TV14 Blacksmith with | 

hammer... 
TV165 Rich Merchar t.. 
TV16 Woman Fruit seller. 


COMPLETE SET €7,00 (POST FREE} 


THE ALCHEMIST 
Alchemist seated on stool 


NEW 15mm 
VEHICLES 
AND 
EQUIPMENT 
FOR 
LAZERBURN 


15mm VEHICLES by TTG 
(formerly by QT Models) 


ROBOTS (75p oo unless stated) 


DR1 Imperial Spider 

DR2 Imperial mine sweeper 

DAS City Patrol Unit 

DR4 Warbot with power claw 

ORS Warbot with two Gyroblasters 
ORG Imperial Bomber unit (80 ea} 


VEHICLES & EQUIPMENT 


V101 Civilian Flit Car (50p} 
V102 Law Officer Air Raft (£1.25) 
V103 Hover Van (75p) 
V104 Hover Support Wagon (£1.00) 
V105 Sabre Class Jetcopter (£1.25) 
VOO05 Heavy Laser Cannon (95p) 
VO006 Weapon Pack {50p) 
Light Laser Cannon 
Light Bolt Cannon 
Light Mortar 
Jetbike and Rider 
Jetbike only 


Potion Shelves. 
Mystic Ring floor 
AL10 Stoois(21....... 


COMPLETE SET £4 50 (POST FREE) 


FEMALE MAGIC USERS 


17a Sorceress reading book.... 

17b Wicked Witch... dees 

17¢ Naked Sorceress with | 
snake femiliac 7 

17d Evil Sorceress, 

17e Good Sorceress in pointed 
hat waving wand...... “ 


HALFLINGS 

18a with Sword & Shield. 
18b with Sling... 

18c Female thiet.... 

18d Pulling oe: Sword. 


18e with Bow... (309) 
ip 


(25p) 


NEW! 


25mm Miniatures 
Mercenaries 
from the Age 
of Dark Blades 


Send a stamped 
addressed enve- 


lope for our 
brochures, illustrating our wide range of 
25mm miniatures, games and gaming 
accessories, to: Standard Games, Arlon 
House, Station Road, Kings Langley, Herts. 


LASERBURN 
NOW A COMPLETE SCI-FI COMBAT & 
& ROLE-PLAYING SYSTEM. 
LASERBURN RULES (basic) 
FORCES OF THE IMPERIUM 
IMPERIAL COMMANDER 

(military combat rules} 
ADV. LASERBURN & ALIENS 
ROBOT BOOK 


£1.95 
£1.75 


€1.95 
€1,95 
£1.95 


LASERBURN SCENARIOS 
Bunker 17 

Tarim Towers Heist £1,50 
Sewerville Shoot-Out £150 
Sea Prison Siege £150 


£1.50 


1 
STARTER PACK £7.95 {inc p&p) 
(Rules; Bunker 17, 15mm Figures & dice! 


Full range of Figures & Vehicles 


available tor LASERBURN. 


A Solo Laserburn Scenario £2.50 
Become an ‘organ-legger’ and ply the 
universe in this ‘endiess’ solo book based 
on the LASERBURN system 


a 3 4 


25mm ASGARD FIGURES 
DWARFS /SUPERB RANGE OF DWARFS. 
IN OUR OPINION, THE BEST WE'VE SEEN) 
OW? Adventurer 

DW2 Dwart Axeman 

DOW3 Dwarf with Hammer 

DWS Dwarf hero 

DW4 Dwarf Spearman 

DW6 Black Dwart 

DW? Dwarf Scout 

DW8 Dwarf Lord 

DWS Dwarf Shield Maiden 

DW10 Dwarf Crossbowman 

DW11 Dwarf with Arquebus 

OW12 Dwart Mercenary 

DW13 Dwarf Pikeman 


BARBARIANS 
Clonar Sternbow 
Taran Firedaughter 
Kern the Reaver 
Koth Beasthelm 
Mad Rollo 
Serni the Darkling 
Artiane the Archer 
Aurock Stormin 
Skai Wolfbane 
BP10 Alnic Mancleaver 
BPT) Two Cuts 
8P12 Maxx the Ragged 


Please mention White Dwarf when replying to advertisements 


Vor nrwn ao 


hee’ A aa ‘di ed ~ a VELA WY 2h B.A ew YZ Verh BD AZ 


New “Two-In-One” formats with an abridged rules system in each book! 
Full Tunnels and Trolls Rule Book also available. 
Five books out now. More to come throughout 1986. 


SPECIAL INTRODUCTORY OFFER 


Tunnels and Trolls Rule Book and the bestselling adventure, City of Terrors, 
for only £3.95 while stocks last! 


T&T 


EXPLORSRS OF 


Orion Games 
6 St Austell Rd., 
Manchester,M16 8QW, 


ORVOK 


This great new Play By 9 

Mail game is full of ex- JL = 
citement, It combines i 

role-playing with war- “Wea 
gaming and enables a 
player to take control 
of a powerful merc- 
enary clan. These re 
nomadic clans roam & 
over the huge world of 
Orion with it’s many 
cities and over 30 
countries. 


For more information write to 
Orion Games, To start send £5 
« for the set-up material, rulc- 
‘ book and the first three turns. 
Please make cheque/PO payable 
to Orion Games, 

Future turns cost £1.25 


St Pancras Kings Cross 
| Lf dt | 
Euston Road 


uu SABI5 


le 


283 Pentonville Road 
Phone 01-833-4971 


Irregular~Feudals 
plus seige equipment 


COMING SOON 


15mm Napoleonics 


Opening Hours: 
Monday —_1.00pm-6.30pm 
Tues-Sat 10.00am-6.30pm 


TOPPERS | 


‘eon OF CHESTER 


THE LAND OF FANTASY 
FOR ALL YOUR GAMING NEEDS 


Dungeons & Dragons, RuneQuest and 
most RPGs plus aids and supplements 
Avalon Hill—Citadel—Grenadier 
Prince August—Paints and magazines. 


Mail Order accepted 
Upper Level, 16 mercia Square, 
off Frodsham Street, Chester. 
Tel: Chester 28802 


THE EAST TOWER 


MILI - ART & SECOND CHANCE GAMES shop 
at Fort Perch Rock, New Brighton, Wirral, Merseyside. 


1A naneteenth camry fortificetton whieh guards the ertrance af the Fiver Mareey,) 


TELE: (051) 638 3535 / 6585. 
SECOND CHANCE GAMES 


Wargames and Magazines, Second Hand Games & Magazines Bought & Sold. 
Stockists of Grenadier Figures. 


M(lizcAnt C 
is i‘ 
(TOP QUALITY PAINTED FIGURES! = a i 


FANTASY ARMIES 
Exch army contain 80 pisens of weil painted Essex Minteturrs Twn standards of painting. Standard Army £00- Oaluse £120. 


ORC GNOMES 
Deluxe onty: SAMURAI 


OWARVEN 


SKELETON 
AZTEC. 


GOBLIN 


DARK AGES & MEDIEVAL ARMIES 


VIKING, SAXON, NELIGIOUS ORDER, FEUDAL EUROPEAN, WARRIOR MONKS 
MEDIEVAL EUROPEAN, MEDIEVAL ENGLISH 
ESSEXD& OFACKS)— Stamler £12, Dolune £24 


PAINTING SERVICE AVAILABLE 
ALL PRICES INCLUDE P +P, U.K. & 6,F.P.0. 
MAIL ORDER 


SECOND CHANCE GAMES 
2, ST. MARY'S STREET. 


MILI - ART Dept, WD 

18, MARINE PARK MANSIONS, 

WELLINGTON ROAD, 
WALLASEY, NEW BRIGHTON, 

MERSEYSIDE L45 5TX WIRRAL, MERSEYSIDE. La52Np | 


LARGE $.A.E. FOR CATALOGUES 


J 


We stock an excellent range of wargames, 
role-playing games and figures. 
Essex Miniatures 


TSR Grenadier 
Standard AvalonHill 
Citadel Dixon 
Platoon20 § GamesWorkshop 
QTModels ___ Heroics/Ros 


MIKES MODELS (Renaissance and 7yrs WAR) 
FREIKORP (15mm ACW + Romans) 


Fantasy fMimatures 


PO BOX WISBECH CAMBRIDGESHIRE 
TELEPHONE ( 0945 ) 581582 


25mm PAINTED FANTASY 
FIGURES EVERYONE CAN AFFORD 
The painted figures sold singularly or in their sets. Prices listed 
include the cost of the figure, painting, authentic basing, 
scenically textured, and varnishes for protection in matt or 
gloss varnish. (Figures are by major manufacturers ie. Citadel, 
Asgard, Essex, Minifig and Grenadier etc). 


Gnome B) Fighter with Axe PreeCodeA £100 

88 Noble Warrior A £1.00 

@ Owarves Juggernaut CW Crew (4 figures) AA £40.00 

~ Bis king A £1.00 

Q Goblins B13 WolfriderC’W Woll B £150 
< 57 Complete Goblin Army (60 figures! BB £60.00 
KD Ores BS Warrior CW Club B £150 
gt Skeleton Warnors BE Warrior with Battle Axe A £1.00 
S2 Undead War Elephant CW Crew WwW £20.00 

Monsters‘Creatures 823 Golgoth Lord of Balrogs W £2000 

831 Emperor Dragon BB £50.00 


Please send £2 for a painted sample figure plus our 40-page catalogue to 
Fantasy Miniatures, PO Box 26, Wisbech, Cambs 
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7 Lawrence Sherriff Street, 
Rugby Cv22 5EJ 
Warwickshire 
Tel: Rugby (0788) 62372 


Open Mon-Sat 9.00am-5.30pm 


Discount scheme for clubs 


Sir Iszac's Waik COLCHESTER 574781 © 1a Back of the Inns NORWICH 660350 


THIS MONTH! 


TERROR OF THE LICHEMASTER, 
NIGHTMARE IN NORWAY, 
ADVANCED SQUAD LEADER. 
*PLUS MANY MORE NEW RELEASES* 


MEDWAY GAMES CENTRE 
1 CHURCH STREET 
CHATHAM, KENT 
Tel: MEDWAY (0634) 814750 


Fantasy Games @ Board Games 
Figures: CITADEL, GRENADIER, 
PRINZ AUGUST, MINIFIGS 


Open Mon-Sat 9.30-5.30 
mN (Closed Wednesday) 


KRyCKERS 
GAMES SHOP 


For probably the widest range of role-playing, war and 
sports games in the southwest. Also metal figures, robot 
models, posters, Judge Dredd magazines, + T-Shirts 
all can be found at: 


Tel: Taunton 


(Wagic tushroom Games 


Discounts: 
Over £10.00 5: 
Over £25.00 10% 


All UK erdere post free 
Burope ad430e 
Other everseas: add 805 


MAIL ORDER ONLY 


ADVANCED DUNGEONS & DRAGONS 
Player's Handbook .. 

Dungeon Master's Guide 

Unearthed Arcana 

Oriental Adventures .... 

Monste: Manual | .........ccccceseeses 
Monster Manual || 

Legends & Lore 

Fiend Folio 

AD&D MEGA- MODULES 

T1-4 Temple of Elemental Evil .... £10.95 
Lankhmar ace . £9.95 
AD&D BATTLESYSTEM 

Battle System ............ sissies £16.96 
DUNGEONS & DRAG ONS — 

Basic Set i xeeeee KOTO 
Expert Set ...... arises C1098 
Companion Set ........crssessse-vveere £10.95 
Masters Set : €10.95 
WARHAMMER 

Warhammer (Rev.sed) we £9.95 
Bloodbath at Orcs Drift jonaneee 
Terror of the Lichemaster £5.95 
Blood on the Streets .....02000.000.0.... £5.96 


18 The Pyghtle Wellingborough Northants NN84RP 


TRAVELLER 

Module 1; Tarsus 
Module 2: Beltstrike ... 
Alien Module 1: Asian 


Alien Module 2: K’Kree ...........-. 


Alien Module 3: Vargr 

Alien Module 4: Zhodani 
Alien Module 5: Droyne ...... 
Spinward Campaign 

Bk 0: Introduction to Traveller 


Bh 4: Mercenary oo... cccccescccceee 


Bk 5; High Guard 
Bk 6: Scouts 


Bk 7; Merchant Prince seatataabrestie 


yore DREDD 
dge Dredd APG .......... 


£10 
we LD WAR i ROLE-PLAYING 


Twilight 2000 

Free City of Krakow 

GAMES WORKSHOP GAMES 
Warrior Knights 

Railway Rivals .................. 
Talisman 2nd Edition 
Battlecars 


Please mention White Dwarf when replying to advertiseme 


RUNEQUEST iil 

Deluxe Set 

Vikings ‘ 
CALL OF CTHULHU 

Call of Cthulhu 

The Cthulhu Companion 


Call of Cthulhu GM's Screen... £6. 


CALL OF CTHULHU SCENARIOS 
Alone Against the “Sra fein 
Shadows of Yog-Sothoth . 

The Asylum gesninasinraceeee 
Fungi from Yuygoth 

Curse of Chthonians 

Trail of Tsathogghua 

Masks of Nyarlathotep 

Fragments of Fear ............ 

Alone Against The Dark 

Trail of the Loathsome Slime ... 
Nightmare in NOmWay oc. 
GOLDEN HEROES 
Golden Heroes ............. 
Golden Heroes Supervisor’ 5 Pack... 
Legacy of Eagles ... solanaonliseday 
Queen Victoria & Holy Grail 


MIDDLE EARTH RPG 
Middie Earth Guide & Map 
Rangers of the North ......... 


Northern Mirkwood 

Southern Mirkwood . 

Riders of Rohan 

isengard 

Moria . 

Middle Earth Role-Playing (Boxed) .. 
Bree & The Barrow Downs 
Dagorlad 

Shelob’s Lair 

Hillmen of the Trollshaws 

Paths of the Dead 

Haunted Ruins .. we, 
Goblins Gate & Eagle's s Eyrie . 
Thieves of Tharbad 
MIDDLE-EARTH BOARD GAMES 
Fellowship of the Ring 
The Lonely Mountain ... ‘ 
Riddle of the Ring .......c1sescsesee 


HUBBLE, BUBBLE, TOIL & \))5's4p"% 


Mainland 
Only 


Available from all 
good Game Shops or direct 
post free inthe UK. from: 


,j Campaign book detailing each of the four battles to be fought; Winwood harbour, Loch Lorm, Dun- Games Workshop, 
gal Hill and Runsinane Castle. Each battle is thoroughly described for the benefit of the gamesmas- Chewton Street, 
ter; including maps, how to set up the scenery, run the games, allocate victory points, etc. Hilltop, Eastwood, 

Nottingham 


.4 Card buildings representing those required during the campaign. These are easy to assemble models 
designed by award-winning scenic modeller David Andrews and are completely compatable with Tel. (0773) 769731 
Citadel’s existing campaign and village packs. 


}.s) Full-colour castle floor plans representing Runsinane castle and used as a playing board during the Customers inthe U.S.A 
~ final decisive battle of the campaign. please contact; 

&  Full-colour campaign map illustrating the area of East Albion. Games Workshop U.S. 
gl ; ’ t Bisco , 9110F Red Branch Rd., 

«5 Command sheets for the players involved, Sheets give stats and objectives for each player and Columbia MD 21045. 
~ obviate the need for tedious record keeping or endless explanation before play can begin. U.S.A. 


PW! : : ‘ " i Tel.(301) 964 0262 
ey Card counters are also provided for the various forces involved. 
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Morning EDITION 


MARVEL 
SUPER HEROES” 


THE HEROIC ROLE-PLAYING 


MAYOR’S 
VISITORS ARE 
NOT CANNIBALS 


By the Bugle Staff 


Blah, blah blah, rhubarb, blah, rhubarb, 
blah, allegations hotly denied, blah, 
rhubarb. 

Rhubarb, blah, rhubarb, blah, blah, 
blah,no policemen missing after being 
assigned, blah, blah blah, rhubarb, 

“-h blah *-" 


— 


‘Fiia | DAILY (4 BUGLE | 256, 
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The MARVEL SUPER HEROES™ 
role-playing game. 

Your chance to be Spider-Man, 
Captain America, the Hulk or any of 
the other fantastic Marvel characters, 

Easy to understand rules. 

The largest range of accessories for 
any superhero role-playing game. 

And all from TSR, the DUNGEONS 
& DRAGONS® people. 

Tomorrow you could be making the 
headlines... 


The MARVEL SUPER HEROES 
game is available from better games 
shops or, in case of difficulty, contact: 


TSR UK Limited 

The Mill 

Rathmore Road 
CAMBRIDGE CB1 4AD 


Blah, blah blah, rhubarb, blah, rhubarb, 
blah, no truth whatsoever, blah, 
rhubarb. 

Rhubarb, blah, rhubarb, blah, blah, 


blah,Mayor’s department suffered minor 


food-poisoning, blah, blah blah, 
thubarb, blah, rhubarb, blah, blah, 
blah, blah, harrumph, blah, 
thubarb-blah, lobster thermidor blah, 
blah blah, rhubarb, blah, rhubarb. 
Blah, blah, blah, blah, harrumph, 
blah, rhubarb-blah, no proof of 
misbehaviour blah, rhubarb, blah, blah, 
blah, blah, harrumph, blah, 
* *=+h-blah, Civic reception cancel! ° 


SPIDER- 
VIGILANTE 


Editorial By 
J. JONAH JAMESON 


Recently, one issue has taken over the 
headlines and front pages of this city’s 
newspapers. Television and radio news 
casts seem obssessed with the contro- 
versy, politicians steer away from it as 
if it were the plague. I am referring, of 
course, to the subject of vigilantism. 

The approach of most of the tabloids 
and news departments are taking is that 
of the “New Right” or conservative 
movement that is making itself known 
in this country by way of individual 


COURT 
BUILDING TO BE 
REDONE 


By Julie Laskin 
of the Bugle Staff 


“Battered, worn, and ready to collapse,” 
is how Judge Martin Miller recently 
blah, blah blah, rhubarb, blah, rhubarb, 
blah, jovial mood in the Criminal 
Courts building, harrumph, blah, 
thubarb. 

Rhubarb, blah, rhubarb, blah, blah, 
blah, 50 trials involving villains with 
enhanced powers, blah, blah blah, 
rhubarb, blah, rhubarb, blah, blah, 
blah, blah, harrumph, blah, 

* =rh-blah, new judges’ chambers 


“...aS much threat as protection to our 


people.” 


MARVEL SUPER HEROES and all Marvel 
character names are the trademarks of the 
Marvel Comics Group, a division of Cadence 
Industries. 

DUNGEONS & DRAGONS is a registered 
trademark of TSR Inc. 
©1986 TSR UK Limited, 


acts of vigilatism. The trend toward 
accepting vigilantes started years ago, 
and started in this very city. We have 
had vigilantes roaming our streets since 
then, posing as costumed crimefighters. 
But are they crimefighters, or are they 
power-hungry anarchists who thrive on 
their ability to be judge, jury and, 
sometimes, executioner all at once? 
This is the beginning of a twelve part 
editorial series covering the subject of 
vigilantism and those who use it in the 
guise of heroism. We will be looking 
at heroes who have been branded 
Vigilantes in the past, but have proven 
lime and time again that they serve and 
protect the city and the country; heroes 
such as the Avengers under goverment 
supervision. We will also look at the 
growing fear of mutants and whether 
they should be allowed to exercise their 
powers unregistered and uncontrolled. 
But, for the first two installments of, 
we will look at a costumed hoodlum 
(editorial continued on page 4) 


AIRPORT 
SECURITY 
TIGHTENED 


By Max Sterling 


UPA 


UPA journalist Max Sterling has 
disr= * “bat officials at New York’s 


